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- Fight 
In this first chaptor you'll learn all you need to know about K Enemies 
how to survive in Silent Hill 4: The Room. We'll explain the 
controls, options, general gameplay and battle system, as Campan af Ladies 
well as providing hints and tips to make your life easier. 
Let's start at the very beginning with the main menu of 
Hints 


the game, and all the various choices that you will be 
presented with. = 


New Game 


Select the option New Game to start. You can then choose 
from three different difficulty levels: Easy, Normal and Hard 
The difficulty level that you choose will. have no influence 
on the storyline or the ending of the adventure. The quantity 
of items that you find during the game will also remain the 
same on all difficulty levels. There are, however, differences 
concerning the following topics 


e Pistol Capacity: 
Your standard firearm uses up to 12 bullets on Easy, 10 on 
Normal and 8 on Hard 


e Enemy Lite Energy 

The enemies get much tougher on the harder difficulty setting 
Ittakes just two bullets to down & Sniffer Dog on Easy, for 
example, yet on Hard you'll need five. You'll also find that more 
enemies will appear at some lacations 


« Healing: 

The higher the difficulty level, the less potent the healing 
|__power of health items. A Nutrition Drink will heal six units on 
| __Easy, but only four on Hard 


« Puzzles: 
In Hard made you'll get fewer hints on how to solve the 
puzzles. 


Continue 


“You'll only get this option after losing a life. Selecting Continue 
enables yoù to return to the beginning of the area that you last 


za 
Ure 2 and 3 


You can access the Options menu from the Main menu before 
starting the game. You can also access it during the game, by 
pressing Pause and selecting Options from the Pause screen 


Two pages of options are at your disposal. You can scroll 
between them using the buttons shown at the top of the screen 
When you change an option, the corresponding topic will be 
highlighted in red. You can close this menu by selecting Exit or 
pressing Cancel, If you've changed an option, you'll be prompted 
to confirm your ammendments. Once confirmed, your changes 
will be saved. The new options that you've selected will be 
activated the next time that you load your game 


OPTIONS MENU | 
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difficulty lewel wall also decrease slightly (see page 181. xc 


- h 
Load 
If you've already saved your game, you can load your save 


game from here, (You'll find more details about saving your 
data in the game manual}. y _ 


need 


Options 


You can open the Options Menu here, but you dont have to 
deal with all of the options right now, You can access the 
Options Menu and make changes at any time during the game 


Brightness 


ee 


You can change the brightness and contrast of thescreen by 
eight degrees using this option. Adjust the screen so that the 
coloùrs below the red line fade to black. 


Screen Position 


Use this option to adjust the display window to fit your monitor 
screen, Move the window either vertically or horizontally4o 
ensure that you have the best view possible 


Languag … e First Person Camera 


Use this option to change the First Person View Control 
settings, as well as to adjust the “Normal” view to “Un/ 
Alltaxt and subtitles will be displayed ‘n the selected Down Reverse” 
language. You can choase from English, Francais, 


Deutsch, Itatnano,Espandt, Korean and Japanese. Note r î 
Mat any spoken dialogue will always be English Jel aul t C ont FO Ì 


Henry's default speed is Welk, but if you hold down Cancel 


sub t pà t 7 es he will run. You can also select “Run” as the default 


Toggle the subtitles for the spokén dialogue on’and off 3 En 
with this option. Noise Effect 


There is a disturbing barrage of white noise designed to 


Vib rat Lon heighten the atmosphere. Use thís option to disable it 


your controller supports Vibration use this option 
to uctivate and deactivate this. Once activated, vour Blood Col our 

controller will vibrate whenever Henry gets wounded _ 

The colours Red (default), Green and Purple are 
available for selection 


Sound 

— — Head Wotion pe 
The standard sound setting is Stereo. If your System — —e 
doesnt support Stereo, use this option fo switch the The scenes in room 302 are experienced entirely from 
audio to Monaural Henry s viewpoint. His head (the camera} will move 


reakstically up and down. If you're bothered by this 
effect you can use thís option to tone it down or turn it 


BGN Volume / SE Volume off completely 


Use this option to change the background musie and e mt 
sound effoets volume Hide vauge 


In the default setting, Henry's life gauge and power 
gauge will automatically disappear after several 

seconds if there are no changes to his power or life 
_ energy. Use this option to keep the gauge permanently 


bd on screen 
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Wi Or 
Vabrat son On Hide Icon 


Seund Sterca 


BCM Volume nannartlì As with the gauge option, you can specify whether or 
SE Volume venen nnn not you want to keep the items window permanently on 
screen 
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’ Config 
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Button Cont 8 are tej 


Blood Calouf 


You can change several Button Configurations in this 


r 
menu Hide Cauge 


Hide leon 
» Basic Controls he 


Change the configuratian for the following fúfctions: Use 
(Use Item/Equip tem), Confirm (Select) investigate) and 
Cance 


e First Person Movement: 

Assign the function for steering movement to the right 
t_and left. Rotate is the default setting, but this can be 

changed to Sideways Movement 


Directional buttons 
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Movement Left analog stick | Left thumbstick backwards, tuen to the right’ left} 
hem: ian Owectsonal pad EEEN: Select tems in che inventory 
E J-left 
oren analog En ag Change the view (look up/down, turn 
View stick Right thumbstick righviett) 
EE owe 
| 
‘ Use AS: va Use the selected item 
E = B ! 
Emm 
Esc | Cancel the selection. 
Camoel mar Shift (lett) _ walk faster (when held down) 
Confirm | ze Enter Confirm selection, take/ examine his 
, ge 
sf ij + Dn gingnsr de 
mn 
MSc er ramt: 
ED | pee Pause the game, cancel cut scenes 
Generally speaking 


— tor PlayStation 2: confirm your selection 
wich the ® Button and cancel with ©. Tö 
return to the title screen (soft reset), prass 
-E-- + CAD + EED at he same time 


… for X-Box: confirm your selection with the @ 
Button, and-cancel with ®. For a soft reset press 
SRD + BAER) for 2 seconds. 
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Taking Items 


f you want to pick up something, you must first examine & ' 8 How to Play 
The object in question should be situated in the middle of the 
screen. Press Confirm after the eye icon appears. If t's an 
gern that vou can take, you'll be asked if you want to take it 

f vou confirm that you do, you'll see a description of the tem 
and it will automatically be placed ir your Inventory 


Walkthrough 


Ítems 


One example of how this works is when you open the fridge in 
vour appartment. You'll find the Wine Boule and the Chocolate 
Mik (Fig. 71 You can thest examine them and pick them up. If you 
peck up a text documentysuch as the Frst Letter from under your 


or A wal then be sutomakcaly Aied mn the scrapbook 


Secrets 


Inventory 

Any items and weapons that Henry carfies-araund‘with 
mn will appear inthe Inventóry, Access it by prêssingthe 
Imwantofy button, Yau can then read a description of ach 
vem Switeh from one tem tathe next by pressing the 

1e buttons. The capacity ofthe inventory is limitedtoa 
maximum of 10 items 


Putting Zowm Ttens 

nfortunately you can't just dlp itemsfrom your 
nventory. Items can only be uBed or set dowrkin 
specifically designated place®. This can be frustrating if 
your inventory 1s full! 


The Box 


tems are stored in the chestn8% to the wlevislgn Vdhen vou 
examine the chest, a windgW will appear afthe bafom ofthe 
screen, next to the word “Player”. You cafithen view ak of he 

tems that you are carryinc. Use the hembynon 1yselsctan kem 

and put tt in the box Confirm your selseBon and deden appears 
st the top of the kist Dependingonwhat kind of dbjdctiis, vou 
ether find it filed @nder/Weapons” or “Others” 


If vou wantto take somBthing out of the bóx, press “up” 
You can Hen highlightthe item that you raquite, for 
examplethe WineBöttte from the list of Weapons (Fig. 8). 
Add tie -rtem to yôtr inventory by pressing Confirm Press 
upf’ogaintd afcess an object in the “Others” "eategory 
ofto swinchbetween Weapons and Others. Press “down” 
fo return B the Player list. Press Cancel to close the box 


Wine Bottie Tweaponi 
Botrle of white wine from the 


selrigerstor It'll break eventually 


tE 1 keep uring vt 21 2 weapon 
mm 


item Beleet 
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How to Use Items } 


When you press the Use button, a list of all the items Henry \fyou have a long list of game saves, use the Items buttons to 
is carrying will appear on the bottom of the screen. Press the navigate faster. Using either left or right, you can scroll ten entries 
button again to use the highlighted item. As a general rule, the up or down. Exit the save menu by pressing Cancel. 


item that you picked up last will be highlighted. You cen switch 
betwean items in your inventory with the buttons. The items will be } Each game save data provides several important pieces of 
highlighted with two different colours: weapons and ammunition in } information, such as which area af the game you visited last 


red; all other items in green. the same location title wil also be used in the Walkthrough). Ón 
the right you'll be able to see how long you played lin hours and 
When and how you can usê an item will depend on its type. You minutes). In the window at the bottom you can read which level of 
can't use weapons in Room 302, and ammunition can only be used } difficulty was selected and how often you've saved your game, You 
there in loading a weagon. can only load games from the main menu. If you want to abandon 
your game and start again, you should opt for a soft reset (see also 
The only things you can use (or rather, consume) anywhere and page 9} 


anytime are health tems such as Nutrition Drinks. | 
| 


(Life Gauge 


scrapbook 

Press Attack to make your life gauge appear in the upper left-hand 
If you press the Scrapbook button at the beginning of the game, corner of the screen. The circle on the right of the gauge is not used 
you'll be informed that “You still haven't got anything”. Certain in Room 302 
documents ere automatically in the Scrapbook, where you can 
study the texts at your leisure. The background picture will show _ | 
where you found the note. Not all of the texts you read duringthe | Paus e / Op t 1 ons hie nu 
course of the game will end up in the Scrapbook because some of | 
them, such as inscriptions on stones are impossible to carry with | You can stop the game by pressing Pause. To continue, press Pause 


| 


vou again. When the game is paused you can access the Options Menu 
by pressing the button ar key as shown on the sereen. (Note that the 

You can always add documents to your Scrapbook, even if your | clock stops when the game is paused.} 

inventory is full. There is, however, one exception to this. If you 

want to pick up an envelope with an item inside as well as a letter, 

you will only be able to pick it up if you have a spare slot in your 

inventory far the item 


Cut Scenes 


The game features many dramatic cut scenes. During these scenes, 
the screen switches to wide format with a black bar at the top and 
bottom (Fig. 10). You can skip the cut scenes (apart from the end 
sequence) by pressing Pause, (When playing the game for the first 
time, it's recommended that you watch all of the cut scenes, to avoid 
missing out on important plot paints.) These interludes will not count 
towards your final gameplay time statistics 


How to Save Your Game 


Use the red notebook in your Iwing room (Fig. 9) to save your 
game. This is the only place in the whole game where you can 
save. Examine the book to access the Save Menu. You'll see a list 
of several possible save locations. (You will need & memory card 
with enough space for saving. You'll find more information on this 
topic in the game manual,} You can use a new block or save over The Ho JK e in the Wal 1 


old game data. You'll be prompted to confirm if you really want to 


overwrite (and lose) your old data. You can also delete save data You can use the hote in the wall in your apartment to reach 
by pressing the Inventory button. You'll have to confirm this action | mysterious parallell worlds. You'll find similar holes in these other 
in order to prevent accidental erasure of save files worlds, which you can use to return to Room 302. 
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The Game Screen 


Outside room 302 Henry Townshend will be seen from the third 
person perspective (Fig. 11), The following information Will be 
displayed on the screen at felevant points in the gameplay. 


, Life Gauge 
EZ Power Gauge 
Inventory items 


Walk and Run 


Henry always moves in the direction in which you press the 
stick. If you simultaneously press the Cancel button, he’Il run 
(unless you've changed the Default Control in the Options 
menu). 5 


Henry's narmal speed is about two meters per second. When 
he runs; he'll speed up to four meters per second. On an 
upward incline he'll slow down to three meters per second. 
When brandishing a weapon his speed will slow down even 
more, to only 1,5 meters par second. 


View 


The way in which the camera moves depends largely on the 
environment. The camera usually stays close to Henry. If you turn 
around and walk 
directiy towards it, 
the camera will be 
positioned in front of 
Henry (Fig.12). But if 
you walk diagonally 
päst it, the camera 
will pan towards 
Henry and follow 
him (Fig. 13). In 
situations like these, 
you can press the 
Camera button to 
centre the camera 
directly behind 
Henry. However, 
this option will not 
always be available 


Jae 


Sometimes you can 
adjust the camera 
view with the View 
stick (or button). 

In other situations 
the camera view 
will be fixed, for 
example in smaller 
rooms (Fig.14). 
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Open Doors 


If you want to open a door, stand in front of it and examine it. 
Many doors won't open first time around. The on screen text 
will inform you whether or not you can open that door later on 
in the.game: 


e “t's locked”: you need to find the key. If you already have 
the right key it will be used automatically. 


« “The door is locked from the other side”: You must take 
another path to reach the door and unlockit from there. 


« “The door is shut tight. It won't open at all” or “The lack is 


broken. | can't open the door”: There ís no possibility of ever 
opening this door, so try another way! 


Examining Things 


The eye icon only appears in your own apartment, not in any 
of the other worlds. Whenever you're in the world outside 
your apartment, just press Confirm to examine an item or 
object that attracts your interest. Most of the time nothing 
happens, but occasionally you'll get to read an interesting fact 
or two (Fig. 15). If there's something important close by that 
requires your attention, Henn/'s head will tilt in that direction. 


Head Wovements 


\fthere’s something interesting in Henny's immediate 
vicinity, he'll move his head ta the left or right (Fig. 16). 
This may indicate an object to examine, an item ta pick up 
or even a hostile creature. 


Henry will notice opponents within a radius of up to four 
meters, if he is equipped with a battering weapon. If he is 
equipped with a firearm, this distance will double. Should 
an opponent be directly behind Henry, he'll notice him up 
to 8 distance of three meters. 


Taking Items 


To pick up an item, move close to it and press Confirm 
(Fa.17). If you already have ten items in your inventory, 
vou won't be able pick anything new up. (If you want to 
put something down, you must go back to room 302 and 
place it in the box.) 


Sometimes you'll have to examine items (or places) twice 
in order to pick up an item. For example: you discover a 
mannequin. On first inspection Henry will notice that the 
mannequin is holding something. On closer view, he'll 
concentrate his full attention on that object — and then 
finally take it, 


How to Use Items 


If you want to use or consume something from the 
inventory, press the Use button and select an item. Press 
Use again. How you use the item will depend on what sort 
af item it is: 


* You can consume health items anywhere and 
everywhere, even if Henry is in full health, although that 
might seem like a waste of a good health drink! 


Weapons: If you press Use, Henry willkhold his weapon. 
An E will appear above the wapon icon in the inventory. 
\f you select a weapon that Henry is already carrying, 
he'll reload it (but only if there is additional ammunition 
available). 


* Ammunition: The magazine of the respective firearm 
will be reloaded. 


Women's weapons: some weapons (and weapon-like 
objects) can only be used by Henry's female companion 
{see also pages 22 and 116) 


Artefacts: Holy Candles and Saint Medallions have 
special protective powers against ghosts and 
apparitions (see also page 21) 


Various objects can only be used in certain places, so 
you must be standing on the correct spot for them 
to work. 


Fighting Stance 


Scrapbook and 


| The Scrapbook button has a second function outside of 


| room 302; you can use itto switch between the document 
\ and map pages. (Not applicable to the PC version of the 
game.) Press Cancel to return to the game. 


hap 


As you explore an area, all important details about your 
‘surroundings will automatically be added to the map (Fig. 
18}. Henry will appear on the map as a blue triangle. The 

| tip of the triangle will point in the direction that Henry 

| is facing. Doors which you have yet to examine will be 

| shown as a thick black line. Locked doors will be marked 
in red. Doors that you have already opened are marked 
with a double-headed arrow. A hole in the wall is shown 
as a red circle with a red dot in the middle. 


enen men 


If you are at a location 
with several different 
floors you'll find the 
name or number of 
the floor on the top 
right—hand side of the 
map. Press up or down 
to scroll through the 

pages of the map. 
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Press the Attack button to activate Henry's life gauge. 
Henry will then adopt an attacking stance. On the 
following pages you'll learn all there is to know about 
fighting in this game. 
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Right trigger Assume fighting position, show life gauge 
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Confirm ® | ® Space Use weapon (hit or shoot) 
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Strate (lekt) Î Ie ” Sidestep to the left Î 

Strafe (right) Sidestep to the right 
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wovement 


As long as you're holding down Attack, Henry will keep 
tacing the same direction. When he's moving tq the left 


ght, he will move sideways and keep looking straight 


head. If an opponent is clos 
af th 


he will align himself to 


ne POSTI0 nat enemy 


sidestepping 
t vou press Cancel while Henry is in the fighting position, 
he | jump backwards. If you press left or right at the same 
nme, he'll take a quick jump to the side (Fig. 20) 

After dodging or sidestepping an attatk Henry will be 


snerable for an msta 


backwards and 0.33 


Close Combat Weapons 


During the course of his adventure Henry will find many 
battering weapons. The main difference between the 

various weapons is their speed and the power of their \Caarsine| Jharged 
blows. Some weapons will break after several blows pon hairbee pine 
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| Pirearms 


Frearms vary according to strength of attack, fining rate and 
magazine capacity. Depending on the selected difficulty level, the 
pistol magazine will hold 12 bullets (Easy), 10 (Normal) or 8 (Hard). 
You can fire relatively quickly with the pistol. Ifthe magazine is 
empty and you press Confirm again, Henry will reload his weapon 
(Fig. 22) provided that there is enough ammunition in the inventory. 
Retoading takes a Iittle time, so try not to do it when monsters are 
lurking close by. 


The revolver only holds six bullets, regardless of the difficulty level, 
but each shot is more effective than a normal pistol shot, and can 
down Victims in one go. The rate of fire is lower as the revolver 
takes a lot more time to reload. 


Î | 
Firearms 
Charging Ff Charged 
weapon Time Attack Ì 
Pistol 5 z EM 
Richard's Revolver 


Take Aim 


Henry usually aims automatically, but his range of fire is 
limited, covering approximately ten meters. This means 

that there's a danger of pressing Attack when Henry is not 
aiming at the enemy. It doesn't heip to manually aim in the 
approximate direction. You'll have to get closer if you want to 
hit the target. 


The Final Kick 


After receiving several blows with a battering weapon, or 
several shots from a firearm, your opponents will eventually 
hit the ground. But unfortunately that's not always the end of 
the story. You can only defeat an enemy completely by literally 
kicking them to death. When a monster hits the ground for the 
first time, rush to it and press Confirm, Henry will finish off the 
monster with a hearty kick (Fig. 23}. There are, however, several 
tenacious enemies that can't be eliminated with this method, 
namely Ghosts and Victims. These fiends will always get up 
again, unless you use one of the special tools designed to pin 
them to the floor (see also page 21). 
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wounded by a monster, you'll see the effect on the life gauge 

in the upper left-hand corner of the screen. When Henry is hit, 
you'll also notice that he winces. You won't be able to move him 
during this period, but he'll be immune to à follow-up attack for 
up to 0.6 seconds. Hell be invulnerable for 1 second an the Easy 
difficulty setting. 


\F Henny's life energy drops below a certain level, the gauge turns 
red. Nutriton Drinks, Portable Med Kits and Ampoules all help 

to maintain his health. In the beginning these health items will 

be rare, so don't forget you can always cure Henry by heading 
back to room 302 His life anergy will be replenished whenever 
he returns home, until a certain point in the game when this 
miraculous healing power suddenly stops. 


If all else fails and you see the dreaded “Game Over” message 
appear on screen you can select Continue from the main 

menu and restart the section that you just played — or you can 
always load one of your save games, of course. If you use the 
Continue method, the game will get gradually easier as Henry 
gets stronger with each Continue used. His maximum strength 
level will be reached after ten Continues, On Normal, Henry 

will be twice as strong as at the beginning. This means that his 
attacks will do twice as much damage as before and hostile 
attacks only infiict half the damage. On Easy he'll become three 
times stronger and the impact of hostile attacks will be reduced 
by 1/3. On Hard the maximum is 1.5 times stronger and attacks 
only inflict 2/3 of the damage. Bear in mind, that this effect is not 
permanent. After a certain length of time Henny's strength will 
return to normal. 
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Inte: Thore's no difference between the 
different cotours. There's a 90% probability 
that defented larvae will respaven. 


Info: This monster swings » short better 
weapon. Especially dangerous when 
attacking en masse 
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more HP and stamina | 


Info: Brutal jump attack causes 
signdieanty more damage than a swipe 
of kes long arms 


Ghosts 


e … hit pel 
cie 


Ghasts and Victims are extremely hazardous to your 
health, wellbeing and sanity. Their mere presence will 
suck your life energy at an alarming rate. You'll know 
nstantly that one is lurking nearby if the life gauge 
appears on screen when you haven't been hit or shot 
Fig. 24), No reason to panic, but its a good idea to move 
away from the vicinity as quickly as possible — or make 
jse of holy amulets or any other sacred items that vou room spinning out of control, the kitchen sink tap spouting 


might have acquired 
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blood or monsters crawling out of the walls, get'too close 
and you ll soon startto suffer the effects. Should you 


Secrets 


This added chill factor will become more of a problem find yourself trapped by a Victim, jiggle the analog sticks 
once room 302 is haunted by ghosts and apparitions vigourousty. This will shorten the attack by up to 50%, Index 
Fig. 25), Whether it be the hands af the clock in the living 


Saint sedallion 


ik 
In addition to wielding a weapon, you can equip a Saint Medallion as a protective . 
charm when you're fighting ghosts. (It's not enough to simply have a Saint Main Menu 
Medallion in your inventory, Henry must have it equipped in order for it to be 
effective.) 

Options Menu | 
The power of an amulet is limited, The icon will vibrate when ghosts are near, j 
Eventually the amulet will start to crack before finally breaking apart. It will last for 
quite a time in the outside world, but under the influence of the apparitions in room Room 302 


302 it will soon shatter. 


Other Worlds 


Holy Candle 


The Holy Candle has a similar effect to the Saint 
Medallion. Place it on the floor to nullify the effects of 
the hauntings for up to 100 seconds. This will not be 
much help against Victims as it takes nearly a minute 
to defeat a Victim in this way. Think of the candles 
more as an exorcist's tool to deal with apparitions in 
apartments. Use them sparingly in the other worlds. 


Fight 


You must get really close to the occult phenomenon in the apartment and place 
the Holy Candie directly in front of it. Look downwards and Use the candle (Fig. 
25}, As soon as Henry has placed a Holy Candle on the floor (or chair} retreat to a 


safe distance and wait ten seconds until the candle starts to work and the demonic | 
phenomenon fades away Ì 


Silver Bullets 4 


mn, 
Silver Bullets are a rare type of ammunition for the Pistol. Use the bullet in the 
inventory to load the pistol. A single Silver Bullet is enough to instantly floor a Victim. 
You should reserve these bullets for special occasions 


Sword ot Obedience Î 
IN 


A Sword of Obedience is a mighty artefact because you can stop ghosts ‘dead’ in 
their tracks with tt, To use st, you must first knock the monster to the floor and then Î 
quickly use the Sword of Obedience before it can escape. When a ghost has lost 50% Î 
of it's HP, vou can stake it with a Sword of Obedience. 4 
Li 
Î 
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During a significant portion of the game Henry will be 
ccompanied by a lady — and we re not talking about the short 


interlude with foxy Cynthia at the beginning of Sut 


four taskts to accompany your acqua 1ce to 


it she s attacked by 


ES rken with red and blue stains. Shell also get slower 
and won't be able to defend herself as well Its not essentie 
that you take speciâl care of her, because your companion 
actually can't “die”: in theory you could leave her for hours in 
the middle of a pack of evil monsters — but doing so could have 
unfortunate consequences for you later in the game, (You'll find 
more information on this topic in the Secrets chapter on page 
138). You can heal your acquaintance by placing a Holy Candle 
in front of her. It's also a good idea to leave a candle with her ff 
you can't avoid leaving her on her own 


Hf you accidentally hit her in the heat of battle, it's not a 
catastrophe. You'll find that there are tmes when you simply 
can't avoid leaving her behind, but that's also nothing much to 
warry about. Her location will be marked on the map with a red 
triangle, so you'll always be able to find her again 


Some weapons, which can only be used by Henry's 
acquaintance. These weapons range from a basic handbag to 
a less-than-lady-like iron chain. Henry carries these weapons 
around in his inventory. If the woman In question is standing next 
to him yau can Use the appropriate weapon and the woman will 
then carry ft. The next time an enemy approaches, shell lash out 
violently (Fig. 27), inflictng significant amount of damage. There 
is a down side to this woman's aggressive tendencies, however 
Henry's acquaintance is not one to shy away from a fight, and 
therefore shell attack even those opponents that you want to 
discreathy sneak past. Another disadvantage ís that you cant 
store her weapons in the box in room 302 if she's still holding 


them. Furthermore, vou can only unequip her weapon when 


she s standing next to vou 
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Keep your earsopen, otherwise you might muss vital sural KK 
glres, such as thô ring:1T bla doorbell of the-grunting of» 
monster Alding nöarby intheshâdows. 


- Choose the right weapon for the right opponent. Firearms are 
usually more convenient, but since ammunition is limited and also 
uses up a lot of space in the inventory, it's advisable to use them 
sparingly 


If you've only got a single opponent, the use of a firearm 
shouldn't be necessary. If you are attacked by several monsters 
at the same time, and if these creatures come from different 
directions you may have to succumb to wasting a few bullets. 


Usually it's a waste of ammunition to shoot maths. But there arg, 
however, situations in which a well-aimed shot can save lots of 
tme and (life) energy 


The Stun Gun is a very effective weapon when used against Fight 
mutant apes or Nurse-Monsters. 


- Only use the Revolver in dire emargencies. When a pack of rabid 
Nurse monsters are shuffling towards you with murderous intent, 

the Revolver may end up being your best option to avoid their 
“tender” ministrations 


When an opponent is lying on the ground, give it a well-aimed 
kick. That is the best method to get nd of creatures and save 
ammuntbon 


There's no shame in running away! Quite the contrary. No 

need to pick a fight with every monster that crosses your path, 
espocially those dreaded Victims. However, when faced with a 
swarm of Mothbats, t's best to stand your ground and take them 
all out before they can strike back. 


Use health items sparingly. Use the healing power of room 302 
as often as possible, Don't heal with items more than is strictly 
necessary. An Ampoule, for example, is a very rare thing indeed 
It want heal you more than a Portable Med Kit at first, but after L 
using it the healing will have a sustained effect / 
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Use the maps in the Walkthrough They will show you where 
to find items and monsters. Normal monsters will never 
leave their “room”, but like most things in the game, this 
rule doesn't apply to Victims. The ghosts will also haunt 


neighbouring rooms 
—_—_ in pl Course of the game vou'il fi d 
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the pictures Of 
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Don t carry too much around with you. 15 always a good Ides to 


be careful and cautious, but it's easy to get carried away. If you 
fill your inventory to the brim with ammunfton, health tems and 
all kinds of weaponry, you won't be able to pick up any important 
items that you might subseguently find. Of course you can 
always down a Nutrition Drink to get a free slot In the inventory 
but it's a shame to waste any of the precious healing fluid 


If you urgently need to clear a free slot in your inventory, a single 
shot could be the solution. You might possibly have only one 

bullet left in your gun, and still have another magazine with vou 

In this case it would make sense to fire the bullet and reload the 
weapon, Wasting a bullet is a minor disadvantage compared 

to not being able to pick up an item, br having totraipse around 4 
looking for a hole in the wall 


If you take an empty weapon and some ammunition out of the 
box mn room 302, the weapon wall load automatically. Select the 
magazine and press Use. This way, the magazine won't take up 
an additional slot 
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When text appears on screen, the game will pause —as will any Enemies 
nearby monsters. If you want to change weapons while being 
attacked by monsters, for example, try and keep away from them 
st doing so. Open the inventory using the Inventory button 
and select the desired item. Now close the inventory again and 
press the Use button quickly so that you can use the selected 
item immediately 
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After the credits have rolled at the very end of the game, do 
yourself a favour and save. This way you'll be able to start the 
game again with quite s few interesting additional extras. You 
can read all there is to know about this topic in the Secrets 
chapter on pages 133-135, (But oniy after you've finished the 
game, to avoid revealing too many plot secrets.) 


For five days Henry Townshend has been tormented by horrible 


_pightmares. He's been trapped inside his apartment, with the door 
aled and barred with heavy chains and locks. The 
n escape this claustrophobic hell is 

s bathroom wall. When he manages 
tal, he finds himself in a 
own before. 


inexplicably se 
only means by which he ca 
through a strange hole in hi 
{o escape “outside”, via this sinister po 
world quite unlike anything he's ever kn 


an 


This Walkthrough will show you the best 


possible path through the adventure, 
ensuring that you don't waste precious 
time and energy searching aimlessly K| 
through the perilous and disturbing 


onments. You can read all about 
pages 28 


envir 

the elements of this chapter on 
and 29, what kind of information you'll 
find on the maps and how yowcan gein 
quick access (0 the information using 
the quide’s convenient system. 
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BE Locations ) 
DE __ - em en € 
The adventure is divided into different sectons 
You start in Room 302, and travel to different 


worlds through the hole in your bathroom wall 
All the captions in this book will use the titles 
and terms found in the game, so there should be 
no chance of any confusion 


keg Characters 


Important characters wall be introduced with 
e short text Secrets will be carefully guarded, 


end ere only revealed in the Secrets Chapter 


A new section always starts with the complete maps of the 
surroundings. You'll find all relevant information on the maps 
The maps have the same alignment as those in the game, so 
North is always at the top. 
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Items and documents are numbered following a sequence by 
which they first appear in the game. A red symbol indicates 
where you can find something; a blue symbol shows where to 
use something. Some objects only appear after a certam action 
or event. You'll find more information about all of the objects in 


the Items Chapter starting on page 112 yr 
9 hid Subway Station, 
r Ta 
Monster locations are shown by a mauve pentagon containing - Et: am 
a capital letter. Some opponents appear mm the respective area ed NS BEE en Fn mn ae Ven a jn 
at a later stage (these are shown by a green pentagon). ee OPRUE den RE rms, : 


Important locations are represented through roman numerals, zen Dad mee an 
which will help you to find-the relevant Information in the Renn ne 
Walkthrough as quickly and effortlessly as possible 


BR Gare point 

Be Starting point in the world 

© Were to find items 
Ware to use items 

Where to find documents 

Where to find equipment. for erample 
Mutrition Drink or 

First Aid Kit 
Monsters, for example {ic tum 


Ac 


This place / door cant be passed 

e This place / door can only be opened with the matching 
Key or after a certain event 

de This door has to be unlocked from the marked side 
ke Froely passable door 

e Boie to return to Room 302 

< This icon shows the connection between maps. The ter! 
È represents the name of the map the erit leads to. 
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Bag vrbols anà Titles 


Lv secrets 


You” find numerous references to events that happened 
in the first three instalments of the series in Silent Hill 4 
-The Room. Since we don't want to give away too much 
in the Walkthrough, we'll use this Icon 
and refer to a pago in the Secrets Chapter where you can 
find more detailed information if that's what you want. 

Be warned, it could tell you way too much about the 
story and spoil all the Surprises thatawait you inside and 
outside of The Room! 


VI Texts 


This Walkthrough will show you the ideal path through 
Silent Hill 4: The Room —as fast and as safely as possible. 
Evarything that is necessary for the completion of the 
game is described in detail. There are also plenty of hints 
on where to find items. We have consciously taken care 
not to spoil any major surprises by telling you too much'of 
the storyline in advance. 


Items which you can pick up are marked in red in the text 
items which you must use are marked in biue in the text. 


To help you find your way immediately, the titles refer 
directly to the locations where the storyline takes placo. 
The current location is marked in red on the mini maps, 
You can match them with the maps in the gama. The roman 
numerals are designed to enable you to orientate yourself 
in the game: al! important actions are in logical order. You'll 
also see these numerals on the maps at the beginning 

of each section. You can either search for the particular 
information you need to continue the game at a specific 
point, or you could tick off one important topic at à time 

— depending on how you want to use this Walkthrough 


mn 
VIL Monsters 


When a new monster appears for tha first time in the 
game, it will be introduced with an illustration in the 
guide. You'll also find more information about the monster 
in the Walkthrough text. 


an Screenshots 


Numerous screenshots document the course of the game 
and will make it easier for you to orientate yourself. The 
numerals under the pictures refer to the relevant text 
passages and vice versa. The numbering starts at 1 at 
each new game section, 
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j Documents: 
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[2] First Letter 


items 
@Q Chocolate Milk 
€ Wine Bottle 
€) Steel Pipe 


Is This Really My Room? 


The game starts in the bedroom of à dilapidated but it's firmly locked. The living room is to your right 
n apartment. You see everything from the characters Here you ll find the source of the loud noise, namely the 
wewpoint, Notice that you can change your angle of TV, which you unfortunately can'tturn off. There are 
sion to look up or down, You'll find everything you several other interesting things to look at in this room 
want to know about the controls én the How to Play such as an old picture book which is lying on the low 
chapter on pages 8-11. If you think that the picture table in front of the TV (Fig. 1}. You will find out what 
odark, push the Pause button or key. From the this text means ms you, much laterin 


use screen go to the Options menu and adjust the your adventure 
nghtness. You can also refer to the How to Play 
nd 


knapter to (1 


u 


take time to walk around and look at the f ture 
xs soon as you make your first step y ‘hear a 
a moodcurdhng scream don t w y, you have a 


saything wrong. This will happen no matter what 


re 


go. An eye symbol wilt appear tn the top left corner of 


eaciosert 


e screen, indicatng when you can | 
e he first five commentanes that appear 
screen describe the condition the room Is in. After 
reading these, feel free to inspect cartain pieces of 


terniture more closely 


When vou are ready, open the bedroom door and go 
through. The bathroom door is directly in front of you, 


ing you need to do wher 
you are ready for the game to move on from this 


port, 


I There is just one more 


How to Play 
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Just a Dream? 


You'll start the game again in the bedroom of room 302. This 
time the apartment looks quite normal — apart from the fact 
that you still cant leave because the door is secured by 
saveral sturdy chains and locks, and you don't have a key for 
any of them. As soon as you start to move Henry will check 
the phone next to the bed and find that it's still not working 
Only seconds later the phone will ting. Strange. You can now 
take same timé to look around the bedroom, taking particular 
hote of the interesting pictures on the wall EEEFEREEN 
When you approach the window, Henry will automatically 
look outside. A young woman can be seen heeding down 
the steps to the subway station. Press Cancel to end the 
scene, then take andther look through the window. To the 
left, you"il see an advertisement hoarding for Bar Satisfied, 
complete with a telephone number (Fig. 3). Press Cancel to 
tetirn to the raam, Now try dialing the number (555-3750) 
on the phone next to the bed and see what happens 


EntáfiiG ving room and go towards the front door, Another 
cht scene will kick in, explaining Henry's situation. If he looks 
throùgh.his peephole Henry can see his neighbour Eileen 
Press Qäncel to stop watching, Pick up the piece of paper 
that hâf been shoved under the door, Look at it and press 
Contini to take the First Letter. Important documents Such 
as this Wall be automatically filed in the Scrapbook, which 
vou camiccess by pressing the relevant key or button (see 
pages Sand 12) 


You'll find another piace of paper, the Baak Scrap, behind the 
hookshelf next to the window. If vou feel like it, switch on the 
radio MNTVENEEN. hich is also on the shelf. Most of 
the tim&'you'll just hear white noise, but occasionally you'll 
hear news and adverts, none of which influence the outcome 
of the game (Fig. 4). The red notepad that lies on the table 
betweenthe armchair and the sofa ís vitally important, so 
vou should ®heck it out. This is the one location in the whole 
game where you can save your progress 

the TV Henry will 


The first time you walk past the box next t 


automatically look inside. You can store everything you find 
in the course of the game in this box. You'll find your first 
and a 
das a weapon. Put 


tems in the refngerator: a bo 


The Wine Batti 


take up valuabie space in 
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particularly disturbing has happendifKré fou 
starting to think that maybe this game is no@Fstary after 
1? What was thateclatter in the bathroom? 


ai 


Follow the noise and you'll discover huge holein 

the bathroom wall (Fig. 5}. Examine the hole and pull 

the Stee! f out. Examine the holes egain and climb 
in. Crawl forward until you reach thedight at fha end of the 
tunnel. Welcome to Subway World 
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Lynch Street Line Coin 
ED Temptation Placard 
@ Use: Lynch Street Line Coin 


Equigment: 


@ Pistol Bullets 


à 
CX Snitfer Dog 
E E 
44 
> 
DE 4 
Ü 


Forest 
Water Prison 
Building 
Apartment 
Room 302 
Hespital 
Subway 
Forest 
Water Prison 


Building 


Apartment 


Jocuments 
u ! 3 


3) Red Diary — April 8 


( 9-iron 
D Pistol 


@ Pistol Bullets 
Nutrition Drink 


Lynch Street Line 


CACACHCAC| 
Se 
c CAC 


EEN OO pn ann a 
El 8 
. "Ee p 


IE. 


att 


Ti 


5, 


-— : Subway Station, Bl 


rn Ee 
When youleave ro 
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302 your You'll find everything you need to know aboutthe game 
rom controls from page 17 onwards and you can also read 


re about fighting on page 16 


have already discovered will be automaticalhpinserted 
sn the map. Even though there is no immediate danger 
vou should equip yourself with a weapon. Press Use 
en sccess the items list, Select the Wine Bottle or the 
Staal Pipe and prass Use again. Henry will start to wield 
be weapon, which will now be marked with a small "E” 
n the items list. To attack, hold the Attack button down 
end press Confirm at the same time. The life gauge will 
gooear on the screen (Fig. 1). You'll find more details in 
Se How to Play chapter on page 14. You'll notice that 
Benry moves differently when attacking. During a fight 


si his moves are aligned to t 


Henry is a young man in 
his late twenties, who has 
been living in Room 302 in 
South Ashfield Heights for 
about two years. He visited 


Silent Hill some time ago 

— and has several photographs 

of his trip in his apartment Forest 
Lately, strange things have 

been happening in Room 302. Water Prison 


Is this just his imagination 
playing tricks, a nightmare, or 
something more sinister? 


56 


At the end of the tong 
rd > 
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passagewsy you'll see 
the young woman thatyou 
- praviausly watched through your 
E | apartment window. Be a gentleman 


Cynthia thinks the bizarre 
subway station is part of 

her very own, personal 
dreamscape. Maybe it is. The 
time that she spends with 
Henry is short, but eventful… 


® yourself to Cynthia. She'il be accompanying 
hite, You could also have a look down the 
corridor on the right although vou won't be able to open 
aither of the doors. Go left, around the corner and down the 
passago 


Upon reaching the so you should have no problem sneaking past them 


toilets your companion and following Cynthia into the Ladies. Walk over to the 

will have an unpleasant opposite side of the corridor and go through the door on 
turn and head into the the left (Fig. 2}. Cynthia appears to have vanished into 
Ladies. After the cut scene thin air, and there's a mystenous hole mm the wall next to 
two drooling Sniffer Dogs the toilet stalls, surrounded by some strange symbols 
will appear. The dogs are Examine the hole and return to your room 


preoccupied with a carcass 


Room 3502 


Returning to-Room 302 will 
enable vou to save your game 
data in the notepad in the 
living room. If you have been 
wounded by the Sniffer Dogs 
you'll soon discover that your 
te energy regenerates mn this safe haven 


when you pass the desk next to the sofa you'll notice 


rat út is out of position (Fig. 3). While trying to move it 


Back you'll discover an inscription, a and a hole « 
the wall. Take a closer look at the dar nged part of the 


wall. You can watch your neighbour Eileen through the 


As soon as you stop watching Eileen, the phone wil 

ning in the bedroom. Walk through (Fig. 4) and answer it 
Cynthia will beg you to help her, adding “if you need a 
token, there is one here.” Now make vour way back to 
the Ladies toilet in the subway station through the hole 

n the bathroom wall. Provided that you haven't finished 
an area, the portal will always lead to the passage vou 
ised last time. Don't forget to take the Pistol when you go 
The magazine will hold twelve bullets (ten on Normal and 
sight on Hard). Once you've used them all you'll have to 
search for new ammunition 
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r After taking the phone call in room 
Ím} 302 and going through the hole in the 
ES bathroom you will find a mannequin 
me (Mg. 5) in the Ladies. When you take a 
__ claser look, you'll find & coin in its hand 
Take the | treet Lin Now 


leave the toslet If you haven't already fought the dogs, they will be 
waiting for you in front of the door. Quieten them down with « few 
well-placed blows from a blunt instrument. In most cases, when 

a monster hits the ground you will still have to give it a couple of 
kicks to ensure that it stays down. Stand over the creature and 


press Confirm. You can tell that you've completely finished-off your 


At the turnstiles leading to 
the subway platforms another 
Sniffer Dog is on guard. Finish 


8, U 
around the area without the risk of 
being savaged. You should also head 
for the southern corner, where you 
will find a box of 
as two more dogs and an obscenely 


undulating giant worm (Fig. 6). The worm won't harm you, and 


you can't kill it, so you might as well leave it alone 


that you can have a good look 


‚as well 


Eileen is a young woman in 
her early twenties, who lived 

in South Ashfield Heights for 
some time before Henry moved 
in. They've often met, but don't 
usually have much tosay to each 
other. Henry'srelationship with 
Eileen poses more questions 
than it answers. Why ís thore a 
hole in Room 302, through which 
Henry can spy on her in her 
bedroom? And just what does a 
cheegful girl like Eileen have to 
do with the recent mysterious 
occuremkes? 


opponent when the 


n 


body rs reduced e 
to a bloody pulp and you can walk right through the remains, Of 
course you don't have to fight sf vou dont want to, you can also 
try to avoid the beasts. But it might be a good idea to get a little 
practce in with these relatively easy opponents to prepare for the 
much greater perils ahead. When you leäve the current section 
and the game, the hounds won't follow you 


Eee entrance to the Lynch Street Line (Fig. 7} is on the 
marsthern side of the turnstles, next to the Information 
ce. Stand in front of it, select the Lynch Street Line 

E and press Use. (If you didn't pick up or use anything 
meeer vou found the token, st will automatically be 
geected, You just have to press Use twice). Walk through 
mee turnstile and head down to B2. If you want to leave 
mee section you'll have to insert the token at the other 
menstie, which is marked Exit. Usually this shouldn't be 
mecessary, so you can store the Lynch Street Line Coin in 
me box the next time you return to room 302 


Here you'll meet a new kind of 
monster: the Victim. This fiend is 
much more dangerous than the 
Sniffer Dog — and not just because 
tt takes more bullets or hits to stop 
one of these creatures, The real 


Menry staggers, and your controller vibrates (unless you have 
gesc nvated this function). The mere presence of a Victim is 
gaaugh to drain Henry's fe energy. In the earher stages of 
Me game a Victims dark aura will only inflict a small amount 
sr damage, but this will increase as the game goes on. As 
mers isn't anything left to find on this floor, you should avoid 

» Baht and make a run for the stairs that laad down to B3 (Kg 
® There you'll see Cynthia, who is trapped inside the subway 


< 
zer 


1 
v 


over to the small room at the end of the opposite platform. 


BS Subway Station, Be 


To free Cynthia, you must run to the left to get to 
the front end of tha train (Fig. 9). Once there, open 
the door and enter the drivers cabin. Press the red 
button to open the door for Cynthia. Then get out 
of the drivers cab. The ares is haunted by several 
ctims, making your progress along the platform 
even more tortuous. From now on, Cynthia will accompany you. Your goal 
sto reach one of the ladders that leads down to B4, Unfortunately the 
nearest door is locked from the other side, so you must head all the way 


a er „ 


[hat | TT To get to the ladder in the southwest corner of this level, 
Îl vou must go back to the rear end of the train. Enter 
sl be: A the carriage through the open doors near the vending 
Mia machine, Since your path is often blocked by wreckage, yourwilk 
have to leave through the open doors and walk part of the way 
wad between the trains (Fig. 10). (You can't open the toy box lying on 


a one of the seats for the moment) The way ahead is fraught with 
danger and frustration as the Victims that haunt the abandoned 
carriages pursue you relentlessty. For à bunch of dead people 

they sure take their haunting duties seriously. From the front wagon you can cross over tb 
the other train one more tme and make your way to the exit The correct route is highhohte 
on the map on this page with a white arrow. Now run along the platform and enter the smell 
room in the south of B3Close by you can find another bo as indicated on 


the map on page 34. To reach # take the stairway on the platform up to B2 


On entering the small room you'll witness a short cut 


Tumi 
d | . i 
IH scene that indicates that Cynthia has come to the end 

B hard Ki of her journey. There's nothing you can do to help her. 
BIN Use the hole in the wall (Fig. 11) to return to your room, save 

med your game and replenish your energy. Go down the ladder to 

B4. Climb up the ladder on the other side of the passagewayto 

an e | a 

Hiel reach a small room in B3 where you will find a box 
ne of f | Bullets. Make sure that you unlock the 


exit here. To do this, simply examine the door. This 
action might seem unnecessary at this point in time, but later on it will prove 
really usefuf Now climb down tha ladder to B4 again 


Subway Station, B4 


ms er Í Aftar climbing down the ladder go down the passagewapn 


nem the left that leads to the King Street Line platform. There tn 


thia who has reached UR 
exit and is now waiting for you at the turnstile. You can gel 


12} you'll hear a message from Cy 


vg point by using the escalator. Before you do than 
for laters 


You should keep this o 


It you are in dire use the hole on the western end of the platform (08 
return to your room n the train on the far side of the p 


On the right and left sid scalstor V 
gut of the woodwork and & to hurt you back down he 
6 moving stairway (hg. 13). They are ‘blessed with a long reach 
= nn ml; and othe ygth, so thes could qusckly turn into the escalator 
mn nde from hell as you drag yoursell up only to be thrown back doven 


Three hits with the Steel Pipe are enough to temporarily stun them 

provided you get the timing right The heat turns up a notch when tv 

Wall Men attack together 

because Henry is forced to 
tum his back on the second monster wide bashing away 
at the first. This epssode is made even more insane by the 
fact that the escalator seems never-ending, but you wil 
eventually make it to the top, we promise, You may have 
chewed your fingernails down to stumps, but that's a 
small price to pay 


EN 


subway Station, Be 


The long escalstor will finally 


take you up to the southern area 
of B2, Run down the passageway 
to the left if vau want to get hold 


of another pack of 


Subway 


You are now behind the 
turnstiles of the King Street Lin 
(t's a dead-end, but if vou loók 
closer and examine the office 


Room 302 


Back in room 302 yvou'il hear 
the sounds of ambulance men 
carrying a body out of the 


Subway station. If vou look out o 


the window you can watch them 


leave. Look atthe pictures in vour 


room and other abjacts regularly, 


teir descriptions change over time. The most 
kihings to check ara the peapholes in the front 
the one looking into Eileen's apartment. You'll 


Now head up to BĲ. Try and keep at least one tree slot 
in your inventory. You'll find more inf 
nventory in the How to Play chapter on page 11 


alsa find that the 
slipped under the front 


Before yau crawl down the hole in the bathroom again 
(uid you notice it is now much bigger?) put the placard 
and the coin in the box. You won't need them any time 


soon. Nov 


In your inventory and three or four free slots. Make sure 
that you take the Chocolate Milk with you this time 


station, 


PN 
V\ 


ormatton about the 


BÀ 


document has been 6 
door (Fig. 15) 


you should have weapons and ammunition 


4_ Jasper s Memo Pad 


L5) Holy Scripture Scrap Portable Medical Kit 
Nutrition Drink 
Items 
() Blood-inscribed Spade Monsters: 
EC) Rusted Bloody Key O Mothtat 
@ 6-iron L CY Sniffer Dog 
() Source Placard C Fictim 
OQ Use: Chocolate Milk 


O Use: Blood-inscribed Spade 
© Use: Rusted Bloody Key 


4d 


Water Prison 


Building 


Apartment 


Room 302 
Hospital 
Subway 


Forest 


stime the opening in the Bathroom wall will take you 
E toSilent Hill forest. You emerge in the northeast section 
| } ofthe map. Your first destination ís the graveyard over 
in the southwest corner. Just follow the pathway to get 
there. Close to your starting point you'll discover a well 
and several stones with unreadable inscriptions (Fig. 1) 
Don't worry too much about them for now, you can't solve these puzzles at this 
point in the game 


When you enter the large industrial looking building 
| le fi Ml a swarm af giant Mothbats will attack you (Fig. 2) 

! re î | Take them aut one by one with simple direct hits 

4 Avoid using the gun unless it's a real emergency so that 

Û you don t waste any of your precious aemmunition. Stamp 
on the Mothbats to finish them off for good. You will find 
some Pistol Bullets beside the bârrels 


fe 
E di 


k 


When you emerge from this building yal find a 


\ mmm car perked in the middle of a forest clearing (Fig. 3) 
ar RA Approach the open driver’s door and search the car 

8 tofindascrapof paper and Jasp: 1 1, Behind 

j the next gate you'll meet Jasper Gein, the car's owner 
hdd F When you stand close to Jasper, he Il tell you something 
about this area —but don't let him distract you from getting 
the Nutrition Drink behind the candielit fence opposite 
Continue on your way. Walk around the trap in the middle 
of the path in the next-area, whilst also avoiding the dogs, and you will eventually 
reach the orphanage courtyard 


' nat The entrance to Wish House is well and truly locked 
Ó wi mA MEEVENENN The path to the graveyard in the 

Á southwest leads through the gate to the left behind 
the house. Îf you re interested In getung the 
|, } Medical Kit from the Toluca Lake araa, it would be a good 
Ì il} idea to head there now, before you set out for the graveyard 
| } This is mainly because at this point, the pathway to the 


k northwest of Wish House is only guarded by three Mothbats, 
but if you wait to go there until after you've visited the 
graveyard, there will be three Sniffer Dogs to contend with (Fig. 4) 


4d 


meet a Irttse bo 


’ 
KL 


back to the orphanage 
you are 
and examine 
much of any importance here. You 
the following inscriptions 
House” 
power of the Lord” 


Descent of the Holy Mother 


nbers 11121 are written 


and * Traad fiere e and you wjll tre 
The g 


ve with the op 


ndeed 


spIC1DUS 


The Key to 


After the enc 
graveyard, Jasper Gein will 


ounter In the 


Ì î Ì wait for you by the Wish House 
front door. He's got something 
_ that will help vou but first he 
needs to quench his thirst 
Hand him the e Milk, winch you found in th 
eirigerator in f n 302 (just use it when standing 
klass to him). If vou dont have th ik with you, take a 
> back to room 302 via the hole in the fence and take 


‘trom the box, Jasper veill throw a 


fter this strange meeting you Car 
Ot course 
ree to have a look around the 
the gravestones, but you won't find 
can only read 
“Best Wishes for Wish 
“Tread there and thy home shall be made like unto Hell by the 
mble in fear for the 
en coffin on which the 


e graveyard 


the Orphanage 


ta the ground as a sign af his gratitude. | 
his obvious lack of manners 


gnore 
and pick it up. There ís 
something written in blood on the garden tool, a clue 
where best to use it 


here the lake and house meet”: That means 
fact confirmed by 
et 


“Opposite w 
heast from the orphanage, a 
s Memo Pad, “Inside the hand 
onto the ground”. These c@yptic words will make sense 
when you reach the right pot 


the 


holding 


sout 
te 


xlin Jasper 


Jasper Gein is obsessed 
by the Occult. He seems Î 
confused and troubled, Î 
always rambling about a ì 
mysterious cult, that once 
struck terror in the hoarts 
of the townstolk of Silent 
Hill. ts he just a confused 
cult-groupie, or was he 
once part of it? And who is 
this “nosy guy” he met here 
some time ago? 
& Pa 148 


' If you have already examined this 
5 r hmm immediste area, vou may have 
í 4 noticed a tree root in the southeast, 
which looks like an arm (Fig. 6}, Go there 
and dig with the Blood-Ins ed Spade to 
MR Â discoverthe y. You'll find 
another inscription on the key: “The holder 
of this key will wander for eternity”. You'll 
find out what this means on your way back 
to the orphanage. The first thing you'll notice is the strange fog in 


maximum frustration. Treat it with the contem 


hy 
uy 


à 
gnoring the northwest gate and instead heading through the gate 
Kl 


8 ough the hole in the southeast and 
p room. Before you go, add to your golfing equipment 
that ís lying close to the hole 


Room 3502 


The doorbell will be ringing in your room. Hf 
you look through the front door peephole 
you can see Eileen and Richard Braintree 
from apartment 207. Both seem seriously 
concerned about your fate. Unfortunately 
you can't make yourself heard, however 
hard you try. Follow the advice from Jasper’s 
Memo Pad: Leave the Rusted Bloody Kay in the box in the living room 
and return to the Forest World 


Return to 
: hep the Orphanage 


en After temporarily ditching the Rusted 
En Bloody Key you can return to the Wish 
hsl House. Use the hole in the fence (Fig. 7) to 
raclaim the key from room 302 once you've 
passed through the trick gate. Now you 
can open the entrance to the Wish House 
with the Rusted Bloody Key, (Just examine the door — if you have 


the right key, tt will always be used automatically} 


N Se Wish House 


k The most important thing to look for when 
ou first enter this building ts the 
lying on the floor to the 
left (Fig. 8). While you examine this piece 
of paper, Jasper Gein, who followed you 
into the building, wilt open a door close 
by. Follow him into the back room. While opening the door you will 
notice the J, which you should also teke with you. If 
you have anything else left to do in Forest World, you should do it 
now, As soon as you enter the room, you'll see another terrifving 
sight: a human body with the number 17121 carved into the skin 
After that you'll wake up in your bedroom, where you'll hear & 


news report about the death you just witnessed 


Room 502 


Once again someone is ringing vour doorbell 
This time it's superintendent Sunderland, who 
is unable to open the front door, Put the placard 


in the box and go wherever the hole in the 


bathroom leads you. Incidentally, wasn't there 


something in the news about the incident in the forest concernmg & Walter 


van? Could it be mere coincidence that there's something written by a 


Waiter on the doar 


Water Prison 


Building 


Me s the superintendent 
sf South Ashfield Heights 
in fact, it seems as if 

be s always been the 
superintendent Is he a 
harmiess busybody who 
means well, or is he also 
hiding some dark secret? 
Dees he know more about 
He mysterious occurrences 
n the apartment building 
Man he is willing to tell? 
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Prison 2F 


Documents: / BE Mater Prison 
(6) Exploration Memo 
[7] Guards Diary A Building 
[9] Prison Diary 


L10) IF Surveillance Room Report 
11) 2F Surveillance Room Report 
(12) Secret Number Memo 


items: 

(B Stun Gun 

@ Use: Water Prison Erit Key 
Equipment: 


@ Pistol Bullets 


… Prison 1F 


ed 


— 
fr 


Room 502 


50 


[8) Waterwheel Room Plate Message 


(13) Red Diary — April 4 
(14) Red Diary — July 23 


items: 
D Water Prison Exit Key 
(5) Watchfulness Placard 


(} Doubiehead 
{) Mothbat 
{ lentacies 


' 


8 


| 
| 
Í 


Î 


De 


Henry wakes up on the cold stone 
floor of a strange passageway 
Screams for help (“Get me out of 
here } echo down the corndor 
Just follow your instincts and get 
going as fast as you can. When 
mee open the second door on the rfght-hand side, you'll 
Mad some Pistol Bullets in the cell, They’l come in handy 
Mon. On the floor in front of the third door you'll find the 
Etpioranon M Only a few steps further on &nd you” 
MScover the source ofthe disembodied voice. You'll see 
me poking his head out of one of the cells, babbling that a 
gerntamn Walter is going to kill him 


Meker — again? There ts no doubt that this name popping 

me everywhere you go has to be more than a coincidence 
Been the large door on the other side of the outer wall and 
ge rough (Fig. 1) 


You'll find yourself in a 

square room with another 

of those mysterious holes 
set into the back wall, On the 
right-hand side next to it vau'll 


find the hanging 
on the wall 
The situation ís as follows 


Recording to the documents you've found so far there 

= s death chamber on floor Bi. Entrance to this is only 
gessbie with the right code numbers, and in order to 
meter the numbers you'll need a light source — which is 
metr available on the third floor. There are surveillance 
maes in the middie of the tower that can be reached via 
werpse disposal chutes inside the cells on the third floor 
Mieke this your next destination 


You find yourself at the top of 

the passageway. There is a red 

ladder to the right. Climb dow 

the ladder to take a shortcut 

and avoid the clutches of the 

numerous Wall Men that are 
upper level 


mag mm wait on the 


De 8, at the lower end af the ladder, you'll find a large 
geor that is locked from the other side. On the right side of 
me door you'll find another ladder leading to B2, This time 
Es better to ignore the ladder and follow the passageway 
meend to the left and downwards. You can relax for a few 
moments as there will be no monsters attacking you on 
es floor. All the ominous noises you hear originate from 
me floor above, You'll find a Saint Medallion on the floor 
geder one of the lamps (Fig, 3} halfway down towards B2 
mes pendant guard against the harmful side effects of the 
ver, the Water Prison is mercituliy 


1 


Bcum monsters. Howe 


Water Prison, 


3 


When you turn around, or return fram saving in apartment 
302, you will see three doors (Fig. 21. The large door in the 
middle leads back to the cells. The door on the right leads 
upwards, but you can't go through it for now. Your best bet is 
to go through the door to the left, which leads downwards 


us Down to the Cellar 


free of these particular fiends, so 
medallion in the bax in your room 


you can safely store thu 
next me you return 


52 


At the lower end of the passageway you'll reach an area 
with a huge waterwheel. On the signpost next to the 
lantern you'll discover the Water Prisaán Exit Key (Fig. 4). 
You can also read the Waterwheel Room Plate Message. 
This tells you what has to be done in this hideous building. 
To activate the light on the third floor, you must first open 
the sluice gate on the roof. The sentence “the water must flow in the direction of 
the waterwheel” indicates that all of the water pipes must be aligned in ordr to 
connectthe roof and the waterwheel. Go back to the door on IF (at point II), and 
use the Key to open it. Go via the ladders, (t's faster. 


SE, 


NV Up to the Rooi 


After opening the door in the anteroom with the Water Prison 
Exit Key you'll find yourself outside (Fig. 5). If you enjoy 

foggy vistas and getting pestered by giant Mathbats,tarry 
on straight ahead and take the ramp. If you prefer a shoner 
and safer route, climb the ladders. Either way, four ultimate 
destination is behind the large door at the top ofthe tower. 


VI Water Prison, RF 


Directly in front of you there will be anather door with 
one of those mystic symbals. Itis locked from the other 
side and you can't open it. Go to the other side ofthe 
dome, then turn the handle (Fig. 6) to open the $luicessand 
setthe waterwheel in the cellar in motion. Once you've 
completed this task, go back outside again, climb-down 
one flaor and enter the cell section at 3F. 


en 
un Water Prison, 3F 


Expect to find lots of Tremers crawling on the walls, 
floor and ceiling. These slimy creatures aren't 
particularly aggressive, but if you're unlucky enough 
to have one of them drop onyour head, your health will 
decrease somewhat. You can crush Tremers on the 
floor quite easily by pressing Confirm (Fig 7). If you run 
straight into one you'll definitely kill it, but will also lose a small amount of life 
energy at the same time. 


If you want to add another document to your Scrapbook, walk to the right. You'll 

find the Prison Diary behind the second door. That’s not the only thing in this cell: 
‚ there are strange Tentacles growing out of the floor. After a hit or a touch they'll 
| disappear. Physical contact with the Tentacles will cast yau some life energy, so 
take care of them from a safe distance with a battering weapon (Fig. 8). 


- 


| 
É 
Î 
8 
Î 


En 
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De 5 | Ë Tentacles 


 Tremer 


Your next destination.is the second cell 

on the left, as seen from the entrance. Go 

stowty in orderto avoid being Ambushed 
by the Doubleheed that is lurking jústerdund the 
corner (Fig-9), A second Doublghead awaits ón 
the other side. If you get too close, they ltake’a 
sudden run at you, and lash out with thufr strand 
arms. Their movements are dangerously bapres 
dictable,so keep your distance 


Examine the hole ín the floor of the cell end jump down: Do the samerthing® 
em 2F and then 1F,-You should eventually end up In the B1shower Toor / 


Moe hurry and get dut of there fast pn a Building 
waat 
5 Ì Apartment 
B ae 
ids 4 VE Room 302 
Hospital 
Subway 


Forest 
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: fer iumping down into the shower from this side, so you'll have to examine the door twice to 

room you'll find yourself in the open it. Now head left, down the assageway and up the 
_unpleasant company oftwo more ladder, straight to the Surveillance Rooms i in the middle of 
_ Doubleheads. Run fast di agonallyto the tower. 
the leftto reach the exit. masenad 


On the desks on the first and 1, ES StusGun: Jump into De hole, 
_secondfloor you'll find the 1F and k rveillance Rao ms. ° 

2F Survelllänce Roam Reports. d p 
These documents explain how the 
tower works. In 3F you will find the 

« „Sécret Number Memo tranging on 

the wall, which will tell yousthe entry: code for the door in 
the kitchen: 0302. In 2F and 3F you wilf find two ber dl 
which enable you to turn We tower using the handles. 


Bs: in3F twice to the right. After the firsttürn 
cut scene; the wailing man in 1F is finally released 
prison cell. Don't letthíis Re vou. Just leave 


_ him to his fate and continue wiiththe task at hand. You won't 
change the course of events; the man is already doomed. 


Pd Should you get eindes by all ask twisting and turning, 
Your next task is to align the: ‘holes in the floors of the, - „just make sure that the three bloody! beds are aligned 
prisoners' cells fram the third floor all the way down to the accordingly: Fig. 11 „and Fig; 12 she you on the maps which 
kitchen in the northeast of B1, The four separate f__—— Weythe holes in the respective floors of 3F and 2F should 
pipes will form one big pipe that connects the roof wit h the _faceintheend-When vou are finally ready, climb down to 
cellar. The waterwheel will then start to turand the he light Bi, where yau’ll meet Andrew DeSalvo and the mysterious 
in 3F will shine all the way down to the Kitc en. (On the map little boy. Afterthis encounter you’ discover more 

these water pipes are shown as small circ sin the cell — rice Now take the familiar rou je up to 3F. 

sections.) Some of the pipes will be broken, butthat doesn’ t EE. 

matter as long as at least one connection et 4 ZS 


rn 


In the 1F Surveillance Room Report you willhive read the 
helpful tip that there is a bloody bed on each floor which 


must be aligned with a similar bed in each ofthe three _— NK | 
cellblocks, (This tip will only appear on difficulty levels” k 
wEasy and Normal.) You can see the bed on HF when you look — \ | 
through the peephole on the left of the desk (Fig. 10)-1f you Ì 
wanttogeta Î 
good overview / 
and complete / 
tha: ingame map, d 
you B ee 


thro, ugh. each 


Ger one | LIANA 


_peepholes NT 
_thethreefloors ee Ed 1 
(and you can ' 
change the view 
actordingly}. Or, 2 


se. me 

you could simply read on to find out whatto do next… p D, 
Turn the handle in 2F four time$ to the right lor left / Sje? \ 
—whichever you prefer), If you are interested in getting your Î Ì 
hands on a close combat weapon, keep on reading; if you are } 
in a hurry, skip the next paragraph and continue tufning the k en ; 
handle in 3F Ee \ 4 Tad / 

Re k / 
The Stun Gun can be found in a locked cell in 2F. After / 

Dn A 


en 
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turning the handle, the room will now be located in the 
northwest. You can reach it by jumping through the hole in 
the cell directly above in 3F. To get there, climb down to Bi, 
go out to the passageway, turn left, climb the ladder and 
take the now familiar route up to 3F. Run to the left, enter 


The prisoner from the cell on the 
* _ first floor used to work in the 
orphanage some time ago. He'll 
' tell you the name of the little boy 
that you met in the Water Prison. 
He also babbies on about a cult 
and a ritual called “Descent 
of the Holy Mather”, Haven't 
you read something about 
that in various documents and 
Inscriptions.…? 


te 


Run to the left and enter the fifth 
daar (or to the right and enter 
the fourth door), If you turned 
the handles the right way in the 
Surveillance Room, you should 
find a bloody bed in this cell 

end also a big hole in the floor (Fig. 13). Jump down the 


The door to the death chamber is 

on the right side behind you 

(Fig. 14), Theoretically you could 

hava turned the tower if a 

- different direction, eg. you could 
have aligned the holes so that 

wou jumped down from the third floor to the dining hall 

This way, you still would have landed in the kitchen, but 

wethout the light you wouldn't have been able to enter 

me code. 


N Room 302 


Water Prison, 3F 


Kitchen, Bl 


hole. The cell in 2F should 
look exactly the same, as 
should the one in IF, Keep 
jumping down until you 
finally reach the kitchen 
in B! 


Take the Watchfuiness Placard from the door. Examine 
the door again-and you'll see a number pad, Move the 
cursor and enter the numbers 0, 3, 0, 2, Confirm each 
number in the usual way. 
When the door opens, you 
will say goodbye to Mister 
DeSalvo and awaken in 
room 302, having witnessed 
another horrific murder. 


14 


The Red Diary — April 4 has been 
pushed under your front door. 
You may already have found it 
there if you previously returned 
from the Water Prison World to 
Room 302. Following Andrew 
DeSalvo's untimely death the Red Diary — July 23 scrap 
B wil also be lying there. Put the Watchtulness Placard 
the chest. Do you get the nagging feeling that you've 


forgotten something? Right, the water in the shower 
is still running. You can definitely hear it. But who 
could have turned it on? A quick trip to the bathroom 
proves that it certainly wasn't the cleaning lady. The 
tub is full of blood. There's going to be hell to pay with 
the landlord! Escape this sticky problem by crawling 
through the hole in the wall. Out of the frying pan, into 
the fire? 
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items: 
(B Ghosts Key 
1) Aluminium Bat 
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CD Use: Alberts Sports Key 
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Equipment: 
© Pistol Bulets 


Nutrition Drink Ë 
Sword of Obedience 


Monsters: 
Q Iremer PA 
) Ruhber Face 
A Mothbat 
Sniffer Dog 
Q rentactes 
O victim 
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Documents: 
(15) Superintendent s Memo 
(16) Bartender s Memo 


Items: 
CD) Rusty Axe 
(2) Chaos Placard 


Monsters 
GQ Iremer 
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Room 502 


Omen 


nand 
| Jl An unexpected meeting! Henry's neighbour, 


Km 


see something quite similar when looking out of the windows of your 
room. Two of the apes are standing in front of the door that you want to 
go through (Fig. 2). You should be able to get past them without a fight 


These mutated apes are strong and solid, but they waste à lot of 


Building, B1 


You'll start your sojourn in Building World st 
the very end of a rather long cut-de-sac In 
B1 Your ultimate destination is behind the 
locked back door of the bar in B15. The first 


opportunity to return to your room presents 
itself at the starting point behind Henry. At 
best it would appear that this location holds few horrors — unless you 
sutter from a phobia of parked cars! However, you'll meet the first 
member of the local terror tribe one floor down: a Rubber Face (Fig 


e 


time and energy 
cavorting 
around and 
gibbering: Blunt 
their enhusiasm 
with some fully 
charged-tip hits. 


- Rühber Face 


a, 


Building, B3 


Richard Braintree drops by. Your conversation 
is rudely interrupted by several rampaging 
Rubber Faces, This leaves you with little time 
to admire the neon sign of the South Ashfield 
Hotel. That doesn't matter, because you can 


Richard Braintree is one of your 
neighbours from South Ashfield Heights. 
He lives in 207, which means that you 

can look directly into his apartment from 
your window. He tells you about the 
journalist who used to live in apartment 
302. Apparently ths poor guy went crazy. 
Under normal circumstances you would 
be rather happy to meet an acquaintance 
in such a bizarre world, especially one so 
well armed. But as you will learn later on, 
dear Richard has a dark side … 


TE saez sonde 


partyl— Ez any of the others 
that you” ve been 
_ __ Índicate that a slice o wielding up to this 
is still stuck in the throat of Nt. point in the game. 
- unfortunate guest. Looking clos r, Only when you've 
you'lfdiscern a Victim nailed to the shot or beäten 
ground with a sort of wooden sword or a Victim with 
cross: Examinethe bodyandtakethe __ anotherweapon — 
Ghost's Key out of its hand. Examine. _— and leftitstunned 


the manster for a second time, to getthe Sword of Obedience, on the ground can 


That willhavethe unfortunate disadvantage of releasing the you then use this 
ghost, so rush to the door on the right and open it with the item to tempotarily > 03 
Ghost Käyto escape. « tether your opponent (Fig. 3). Don’ tforgetto take the sword 


witlryou if you intend to use it again. Be warned, as soon as you 
Your nextdestination should be the Sports Shop in B5. By the withdraw it, the Victim willbe free to menace you once moré. 
way, the Sword of Obedience is a different type of weapon to 


INS Albert s- Sports, B5 


You'll get your hands on a new as brittle and fragile as the 5-Iron, which you can also pick up 
weapon in the Sporting Goods Shop: here. Unfortunately it takes longer to charge up a strong hit. 
the Aluminium Bat (Fig. 4). It's packed The dooron the left is locked, so exit via the other one. Take 
with a lot more pummel power than the stairs outside and go down two floors to the Pet Shop. 


the Steel Pipe for example, and it's not 


In the Pet Shóp, hungry dags and Behind it you'll find a fascinating upside down room. Have a 
buzzing Mothbats are ready to pounce «look if you're feeling curious, but there's nothing else you can 
on their prey, which just happenstobe doin there at the moment so don'twaste too much time. 

you. Run past them all, grab Albert'’s J 


Sports Key from the shelves in the Unlock the door in the Sporting Goods Shop (at point fj) 
middle row (Fig. 5}, and then hurry with Albert's Sports Kav. Head down to BB on the western 
back to B5. Ignore the back door of the Pet Shop for now. stairway. 


. 


Room 502 


You can return to Room 302 through Be sure to look through the peephole in Room 302 to sae if 
the hole in the Sports Shop wallif you there's someone standing in frant of your door. At some point 
want to replenish your life energy or in the game you'll see Eileen and Mister Sunderland. The 


__— 


save your game. It's not essential, superintendent is telling her that your case isn't the first of 
but recommended, as there'sa high its kind and he'll also push the Superintendent’s Mema under 
concentration of enemies lurking in the door. This note is unreadable at this point in the game, 


the lower reaches of Building World. You should also take a but you'll find out how to decipher it later on. 
Nutrition Drink, or any other health item, from the box, just to 
be an the safe side. 
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Ten Go down three floors, then 
[i | go round to the left, under 
the sign, until you reach a 
wall (Fig. 6). Examine the 


rit to 


sliding door on the ! 


enter an elevator, which wil 


cally start moving. On your way down you’! 


uw 


hard, who 1s interrogating and thregtening 
e 


Your elevator wi 


EU Building, Bl2 


nt After the-alevator has 
p reached its destination, Henry 
En will be facing a ladder, Don't 


godewn there justyet. Open 
the elevator door behind him 
You'lFenter a small backyard 
where vau'll find some Pist ets. On the other 
gede of the fence several monsters will be walking tof 
sou. You'll have to get pastthem eventually anvwaw, 
so it's a good idea to deal with them now trom your 
slatively safe position (Fig, Jh, If you use a gun, he 
werned that you'll need a lotef ammunitionte finish 
see creatures off without stamping on them It makes 
more sense to use a battering weapon thraugh the 
fence and save the bullets for when you really need 
mem. When you're finished, head back the way you 
rame. You can't call the elevator on the left from this 
por, so use the one on the right 


_ 
IE Elevator, 
| LA} hant and zknee 


elevator. You are currentiy 


on the lowest floor, B12. The 
om middle button will take you up 
to B10, but you can't open any 
Beors there. The top button will take vou hack to B8 
meere you can exit the elevator through the other 
goor. You'll find a (Fig. 8} and a 


atthe end of a long passageway. The garden 
meal is powerful, but awkward to wield. Don't waste 
mee much time admiring it, as two Victims are about 


se ambush you. Head quickly back to the elevator 
ged take it down to floor B12 


Building, -B12 ) 


Climb down the ladder next to the 
elevator (Fig. 9). (You'll still be on 
EE | floor B12 afterwards.) Pick up the 
| Nutrition £ in the cellar and clear 

the Tentacles out of your way. The 
ladder at the end of the cellar will 
take vau up to a small alley, which is actually the other side 
ofthe fence you were stuck behind earlier. If you previously 
took care of the creatures, you will have a much easier time 
getting through this section 


-— : There's another Rubber Face 
mf party going on in front of the 


| Tel door One of thecreatures 
EE sWingsae Steel Pipe, another one 
8 threätens you with a Pit edg 
Ei (Fia. 10). You may already have 


acquired a Steel Pipe, but if vou want 

to callecta complete set of golf clubs 

you'lhave no choice but to fight 
Alternatively you can simply muscle your Way pastthe angry 
primates and their elitist sports equipment. Afterwards, 
you're only afew floors away from the bar, 


Bär SeÁ., Bh 


U You'll find ansther weapon in the numbers into thenumber pad: 3,7, 5, 0: Open, sesame ! 
ll bar, the Rusty Axa. The Bartender 


lying on the bar next to it From the backyard you'll havea long walk to reach the 
reveals the numbers for the code- top ofthe stairs that lead to B4. Several victims will 
locked door in this room. It'‘sthe last pursue vou to the top. Take the Chaos Plac from the 
four digits of the bar’s telephone doorandenter. After the cut scene you'll find yourself 
number — which you can see clearly when looking out back in Room 302. 


of the window of your own room. Enter the following 


Room 3502 


When you look out of your window in your front door or spying on your charming neighbour 
after your last trip back from won't give you any new information. Put the Chaos Placard 
Building World, you'll see a man in the box and stock up on weapons. Select your favourite 
in Richard Braintree’s apartment battering weapon (Aluminium Bat, Axe or Spade), a Saint 
pointing across to Eileen’s Medallion and a Sword of Obedience. You can leave the 
apartment. In your living room you rest in the box. As soon as you are equipped and ready for 

can hear a radio broadcasting news about the latest victim action, head for the bathroom, where you'll find that the 

in the Walter Sullivan case. Looking through the peephole hole just got a little bigger… 


62 


SON 


PARTMENT WORL D Ei 5 


Documents: stars: 


21 Superintendent s Diary (Umbilical Cord) @ Iremer 


items: CX suiter Dog 
nt ee OQ Metin 
5) Bed Paper 
€) Tarn Red Paper j SE | es: 
€) Torn Red Paper | EN) 
5 Use: Locker Key #106 en en 
@) Use: Superintendent s ley REE Ai 
) Use: Apartment Keys 


Equipment: 
© Pistol Bullets 
se Portable Medical Kit 


Water Prison 


Building 


Apartment 


| 
| 
| 
| 
| 


Apartment 


Documents: 
[1] Mikes Diáty 
(18) Joseph s Article 
Tmel19) Red Diary — May 2 
[20 Red Diary May 14 
(ZZ) Bed Diary — May 20 
(23) Red Diary Scrap 
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at ary Serap (emi) 
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Water Prison 


Apartment 502 
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pr Apartment, 3P 


Should you be in a hurry for some re- 


ason, it's possible to solve the main 
id tasks of Apartment World in about 
jr five minutes. You can read all about 

the basics for this “runthrough” las 

opposed to the slower walkthraugh) 
under said topic on page 69. But South Ashfield Heights 
has much mare to offer„including plénty of information 


and hints. Get ready for the grand tour around the-building. 


Start your sightseeing in the northeast area of the top 
floor. On the right side you'll see apartment 301. A quy 
called Mike used tolive here, he was a great collector 

of, how to put it, ‚ gentlemen’ s magazines. You'll also find 

v ) ry, 8 led Paper in the living room and Josep! 
Article BEPERK in the smaller room. Examine two 
red pictures on the wall (Fig. 1. examine both pictures 
twice to ger the 5 ten ‚from the left one 
and the Loc from the riaht one. Afterthat, the 
main room will be haunted by a Victim, so it's a good time 
for you to make a swift exit. The hole in the wall enables 
vou to return next door — if Room 302 really is next door 


Since you'll frequently be passing through this room, it's 
advisable to nail the Victim with a Sword of Obedience 
(Fig. 2}, Retrieve it when you have completed this part of 
the game, 


02 


2 Red Paper Recycling 


Ï 
' When vou get closer to the front 
door of 302, you'll see the young 
=d Walter standing in front ofit. But the 
shy kid vanishes into thin air before 
you can reach him. You can't open 
the door, but you can see that some 
red documents have been shoved underneath. Use the 
Red Paper from 301 and push it under the door as well (Fig 
3). You can find two pieces of Red Paper and three pieces 
of Torn Red Paper in this building. None of them make any 
sense. Only when you return through the hole to Room 302 
and retrieve the documents from under the door will they 
become legible enough to form part of the Red Diary. The 
same applies for the document already under the door 


When you first return to room 302 
from Apartment World you'll hear 
some clattering noises from the 
storage room. The tumble-drier has 
leaked blood... don't you just hate it 
when that happens. Under your front 
door you'll find the Red Diary — May 2. This text will tell you 


what the numbers on the victims’ bodies mean. Whatather 
documents you may find here will depend entirely on what 
you've pushed under the door For SKA, the Red Paper 
fram 301 is transformed into the Red Diary — May 14. When 
you look through the peephole you'll see a man in front of 
vour door. Who could that be? 


baud Staj 
Dd - alrcase 


Ì 

8 

$ Youcan'topen any apartment 

8 atherthan-30t on this floor 

| Alf the other apartments are 

8 locked. Butlueckily you've got 

Ì the keytothe Superintendent’s 


| Room, where.all the other keys 

{ gee kept. On vour way downstairs you'll meet a suspi- 

d cious looking man onthe staircase (Fig, 4). Haven't you 
seen him somewhere before? Examine this guy and he'll 

8 start talking. When heS finished he'll put a Shabby Dol 

on the stairs next to him which you should pick up 


nthe entrance hall on the ground floor youcan get rid 
"of yst another useless item. Unlock the letterbox with 
the Kir Ke 5, and some love letters from Mike to 
Rachael will come tumbling out. None of the letters are 
pt any importance. (The key will not be used automati- 
cally, You have to select it from the inventory and use it 
manually) 


Take the je find the Red Paper and T Red Paper, which you 
that yau found in apartment can recycle into Red Diary — May 20 anda Red Diary 
301 and apen the door to the Scrap. You can't take the small red box that smells sa 
Superintendent's Room in 105. _abysmal with you, or the note about nurse Rachael 

& Superintendent Sunderland 


PS  Tejs apparently not at home, While searching the superintendent's apartment 
but you'll find keys to every apartment in the building you'll also discover the Superintendent's Diary 
| hanging on the wall (Fig. 5) in his living room. Well, Umbilical Cord), which was obviously written by 
almost all of them, because the key to 303 is missing superintendent Sunderland 
from the Apartment Keys: Directly next to it you't 


8 Rachael s Telephone 


kb 
| On your way through the Nurse Rachael, Mika's letters, the phone, the red docu 
apartment building you'll need ments … everything seems to indicate that you've hit on 
| the Apartment Keys to open the something important, The main purpose of your discoveries 
$ doorsof the other apartments appears to be to send you on a treasure hunt all over the 
Ì Nurse Rachael apparently lives building. If you dialted the phone number and hoped to be 
{or lived?) in 106. A Portable able to turn the annoying ring off at Mike's in 301, you're 
Medical Kit seems to indicate that the hard-working nurse barking up the wrong tree. Rachael's sweetheart ves in 
took home sóme work sometimes. Next to the telephone 202, so t's there that you must go to finally put à stop to 
you'll see that she wrote down the phone number of her the ringing. (You'll find more information about the master 
sweetheart As soon as you dial the number you'll hear plan that's behind all this under the topic “An Honourable 
8 phone nnging throughout the building. It can get pretty House”, or you can simply continue following our instruc 


annoying, so don't dial the number if you're easily irritated! tons to learn more.) 


Val Apartment 102 


À colony of Tremers is thriving in front of the fridge. Not without 
reason. Just look inside the refrigerator. You'll probably have 

to crush the Tremers so you can open the door. There's a dead 
cat inside, wrapped in a pair of trousers (Fig. 6). Be brave and 


VIE apartment BRT 


The apartment of the deceased Richard Braintree is also worth 
a visit (Fig. 7}. You'lLsae the man from the staircase standing at 
the window — but like young Walter in front of 302 he is just an 
illusion. Looking out of the window yourself, you can see Eileen 
Galvin in 303 


Richard's Revolver is resting in the easy chair. This handgun ís noticeably more power 
tul than the normal pistol. But its rate of fire is very low, and the magazine only holds six 
bullets. You can't use the normal pistol ammunition, end the special revolver bullets are 
rare Possionets : golfers should be sur er in the backroom 


You can grab several useful things in the apartment of this heavy 
carouser{Fig. 8), Among countless empty bottles you'll also find 
some Bug Spray. This weapon is aspacially useful against those 
pesky Mothbats, but it can also kill Tremers and Tentacles. An 
inspection of the bloody clothes in the next room will reveal the 
third Tarn Red Paper. (If you push this Torn Red Paper under the 
door of 302 you can read Mike's Love Letter in. your apartment} 


An Honourable House 


Searching through all the rooms in th 
q 


sa 
Pistol Bullets (See maps on pages 53-55) among other things. You Il also get 
t 


more about the inhabitants. The portraits in the painter’s apartment in 202 are quite 
intriguing. This is also the room where the phone ís ringing, should you have dialled the 
number in aen 106 (Fig. 9). When you pick it up, there's no one there But then 


why would there be? You dialled the number yourself some time ago. But at least you 
can finally silence the infernal ringing 


In apartment 205 the “Skinned Mike” tape is waiting for a new listener. You can play 
the tape on the stereo in your room,. When you've collected every piece of evidence 
you'll see that there really was a mysterious connection running through the apartment 
building. And it works like this: Insthe Superintendent’s room you Il hind out that you 
need to look for a piece of paper with the details of where the missing key was found 
Mike tore this piece of peper heat Mike wrote in his diary that “He took rt along with 
my clothes”. The torn jeans in the hallway of apartment 207 indicate that "He must be 
Richard Braintree (Fig 10). The pa 
to the dead cat in apartment 102 and t 


n the bookshelf of the gun enthusiast from 101 prove this, and the portraits in 202 (Fig 


roftr * Pe Pd ik t . mn te 
ousers 1S Tuit 0 mat ha a hint that point 


e note in the fridge. The recordings that you find 


11} help you to put together the final pieces of the jigsaw. You'll get to 202 inevitably 
when vou are searching for the ringing phone that you activated at Rachael’s — her 
y - ging 


name is often mentioned alongside Mike's. Finally there 1s tha “Skinned Mike” tape 
Among others you can hear the babbling voice of the heavy drinker, who wants to keep 
something for himself —the blood stained shirt, which also hides another piece of paper 


examine the gooey mess a second time to fish the Torn Red Paper 
out — this is the vital document that tells you where to find the key 


06 


08 
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nd Apartment, SF 


As already mentioned, you can 
push all the red notes urider your 
own door, tf you want ta finally 
decipher their contents. Just 
make sure that you place the Tor 


Room 3502 


Pick up the Rad Di 
jat the front door. This 

diary entry tell you to search 
tor the missing key next to 
the bed in 302. Isn't it quite a 

st happened to be in the vicinity? So why don’t you 
go and have a look in the bedroom (Fig. 12)? Between 
the window and bed you'll find the! with the 
sumber 303 engraved into It, Rest assured, it wasn't 
there before 


After finding the missing key in 
the “normal” world at long last, 
you'll visit Apartment World 

for the last time. Don't forget 
to take that precious Sword 


- 


Runthrough 


you're ina hurry, you can solve the most important 
tasks in Apartment World in about five minutes 
Here's how 


Enter room 301. You'll find the Superintendent's 
Key on the reverse side of a red poster. Use it to 
nlock apartment 105 on the first floor, where you 


find the Apartment Keys in the living room. Open 


Apartment, 3P 


Red Paper from the fridge 1 apartment 102 in front of your 
own door (at point F8). Leave Apartment World after this 
through the hole in the wall of 301 


Water Prison 


of Obedience in apartment 301 with you. Go to Eileen 
Galvin's door. You'll hear a loud scream from inside. Use 
the Doll Key to unlock apartment 303. You've reached your 
desbnation 


Apartment 


apartment 102 with the keys and find the Torn Red 
Paper in the refrigerator. Push it under the door of 
toom 302. Crawl through the hole in 301. Back home 
n 302 again, pick up the Red Diary Scrap (cont) at 
the front door. After that you'll find the Doll Key next 


it 303 in the Apartment 


to your bed. Unlock apartr 
World with the Doll Key, and you're halfway towards 


tinashing the game 
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Room 3502 


For same reason when vou return to 
room 302 you find that the hole in the 
bathroom is closed. Now you really 
are trapped, Leave everything that 
vou don't need anymore in the box 

. in the living room, for example the 
Apartment Keys, Cassette and Shabby Doll 


If you look out of your window you'll see an ambulance 
driving off. There's nothing to see in Eileen’s room, but 

vou can hear two policemen talking about the case. They 
mention that the ambulance took her to St. Jerome Hospital 
Next to the peephole and above the cupboard you'llsee a 
rather unpleasant stain on the wall. (Hg!) 


room vou |l see some 


1 the back wall that 


KS | ju so Find a 
under your door. It has a picture of a demon on 1t 
reminiscent of the stain on the storage room wall. The 
which ts also under yo or, me 
something about the back of the storage room, c 


Stand directiy in front of the demonie stain in the 

storage room and use the 3 ‚nn. An 

nscription will appear, as well as four depressions, 
inscribed with the words Temptation, Chaos, Source and 
Watchfulness. Take the placards out of the box. Read the 
inscriptions, then insert the placards. The order is not 
important. The Watchtuiness Placard goes on top, the 
sour Placard goes to the right, the Temptation Placard 


hed sd 


Documents: . 


{B minne id De 


Z 
tem$: 
D Suteubus Talisman 
€) (se: Succubus Talisman 


goes to the left, leaving the last space to the C Pla 

(Fig. 2). The end resúlt of all this placard shuffling is the 
appearance of & brand new hale for you to craw! through 

If you have some Bug Spray stored in the box, take it with 
you as it will make life a lot easier in the next world. You can 
leave your Swords of Obedience in the boxfor now 
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oo Use: Small Key The lacatian af the items will be 


determined randomly with every 
new game 


12 


Hospital, IF 


d 


R_ 

ri Henry wakes up in a hospitalefter 
El a brief cut scene. He will then run 
a, out of the room and be attacked by 


a swarm of Mothbats. Use the Bug 
Spray before stamping on them to 
finish them off, 


FE 


Turn on your heels and head back to the Emergency Room. 
You'll find neither George Clooney nor the man you've 
seen in the hospital intro-saquence there, only a Nurse 
monster (Fig. 1). These freakish angels of no-mercy know 
only one pattern of attack: they approach slowly and 
deliberately, their sole intention being to hit Henry as hard 
as they can with their blunt weapons. As they get closer, 
they will hit harder and faster, making them very difficult 
to stop. The situation will become even more dangerous 

if several Nurse monsters attack Henry at the same time 
The only way to stop the onslaught is to hit first and ask 
questigns later. Richard's Revolver works a treat on these 
fiends, as one shat will floor them instantly. After firing 
from a short distance, stamp on the Nurse to finish it off in 
the usual fashion 


At the lower end of the 
hallway you'll find E 
‚(Fig. 2). Later on, Henry's 

neighbour can use it as a weapon 
It's almost time to head up to the 
next floor, but not before you've 
done a little exploring downstairs 
and picked up some useful items. 


You'll find an Ampoule stored in the supply room. This is a 
rare and extremely potent remedy. Although it's guarded 

“by two Nurse monsters, you don't have to fight them 
Simply opên the door, run to the shelf, take the Ampoule 
and run back outside —if you're fast, the monsters won't 
even notice you 


The Nurse's Memo in the reception reveals that the key to 
Eileen’s hospital room has been lost. Henry looks at the 
x-ray screen and gets distracted by thoughts of Eileen 
(Fig. 3). (If you have already found Eileen, you won't see 
this cut scene} Finally, you'll find a Paper-Cutting Knite 
next door in the office. This neat weapon isn't exactly 
powerful, but it's very fast. 


d Hospital, 


The long passageway seems 


ud eerilv silent —- apart from the 
incessant creaking of the 
empty wheelchars, rolling 
ekeningty up and down. Yot 
Sho J avoid uemng ther 
slow them dow A 
ble to stog e of 
} them w Sv iv 
tical to that emitted bv 
to sit when yo 
ha een deactivated 
senter the MEWA 
j again, but they Il be 
ue tw eicha y 
Da the next floor of the hospital the order of the 


rooms will be determined randomly with each new 
game. Therefore, it is only.possible for us to tell vou 
what kind of rooms you will f rather than 
their exact location. One thing is certain, there are 
twe rooms that you must find in order to progress 
turther in the game. Before you start running around 
and opening every door in sight, vou should first go 
to the elevator next to the staircase (Fig, 5) 
me button on the right side to call the elevator 

That's all you need to do for now, Don’t bother going 
nside, unless you fancy cosying up to a Nurse. It’s 
really important that yau take this step to ensure that 
te elevator is no tonger waiting on the first floor 


id there 


Press 


ieen’s room is the only locked door on 2F, If you've 
gund the door but not yet found the Key, vou. should 
nave a look at the ingame map so thatyou can get 
waur bearings. The can be found 
gangling from the mouth of a snake,statue (Fig. 6) 
none ofthe other rooms, When youtake it, a cago 
wilt erash down, locking you inside. Use the 

Boum Key toescape (you'll have to manually select it 
grom the inventory). The cage door will open, and the 
key will remain ‚n the inventory so that you can use It 


„en 


rs open Eileen’s hospital room 


foul find one of the following items in sight of the 
remaining twenty rooms: à some 


= {for Richdrd's Revolver), a 


twa bottles, two boxes 
and one You car the candle to ward 


Bit ghost hauntings: For the time being it's probat 
Best to put it In the ches Be warned 
meteverything you find will be a pleasant surprise 


& Nurse awe 


back home 


ts YOU Hr 


Eeo more in another ro 


 FOOM, ang you neet 


And then there are vet 
or 
3 With. AS 
uoted 
around and run away. The 


ies toc 


rooms, 
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Room 302 
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Come on Eileen 


After having found the right hospital room and opened 

it with the Hospital Room Key, you should talk to Eileen. 
She will then decide to actompany Henry (Fig. 7}. If she's 
standing close to a door that Henry opens, she'll ga into the 
next room with him. As a result of her injuries your hapless 
neighbour is unable to move very fast. If the distance 
between the 

two characters 
gets too great, 
Eileen will hang 
back. This is nat 
too much of a 
problem, as even 
if you leave her in 
the company of 
several monsters 
they will be unable 


The next destination for Henry and 
Eilgen is the hole in the washroom, 
back down on the first floor (Fig. 8) 
On leaving the hospital room you'll 
notice that the wheelchairs in the 
passageway have disappeared. But 
two Nurse monsters have spawned close to the elevator 
Another pair can also be found patrolling the corridors 
on the first floor 
Examine the hole 
in the wall while 
accompanied by 
Eileen and return 
to Room 302. 


U Room 302 


Henry wakes up in his bedroom 
again — with Eileen nowhere to be 
seen. Something clatters in the 
ving room, but she isn't there, 
either. The noise was the result 
of the ceiling fan crashing to the 


flaor. If Henry was injured in the hospital you'll notice 


a disturbing new development: room 302 no longer has 
any healing properties. You must therefore take extra 

special care of his health from now onwards and try to 
collect as many health items as possible when outside 


the apartment 


The Red Diary — July 20 will be lying under your front 


IAM Hospital, 1F 


nmmr mm mmm 


ta kill her, although they'll certainly give her a good beating 
and frighten the life out of her. However, it's important 

to note that Eileen's condition has an influence on which 
ending of the game you unlock. Basically 
you can still move Henry around as freely as you wish, but 
you must always ensure that if you leave an area, Eileen is 
alongside you. Otherwise you'll see the warning message, 
“tjust can't leave Eileen all alone“, 


Pe 


Eileen's location will appear onthe map as a red triangle. If 
she's standing beside you and you have Eileen's Bag with 
you, equip it. As soon as an opponent approaches, Eileen 
will then use her bag to hit the evil monster over the head. 
To find out more about the teamwork between Henry and 
Eileen, please refer to the information in the How to Play 
chapter on page 22 


Red Diary —77 7? and Red Diary — June 14. Return to the 
hospital through the hole in the storage room, taking the 
new key with you. You can leave the Bug Spray behind in 


door. The envelope also contains a Small Kev. After 
picking it up, go to the shelf closest to the window, Three 
new diary pages can be found here: Red Diary 


the box. Note that you can only put weapons for Eileen 
in the box when she isn't using them, and you can only 
unequip Eileen's items when she is close to you 


June 11 


14 


IT Hospital, 1F 
Be: | 
mi … As Eiloen can't see the holes The ingame map is disabled in this area. There's How to Play 
nn \ = in the wall, let alone use them a hole leading to Room 302 only a few steps away 
az vou must find anothe Frog m the exit Peke the exit door you'll find South 
j Head tor the empty elevator Ashfi 
_ shaft (Fia. 9). If tho elevator is 
still there, you'll have to take 
the staircase to 2F, call the elevator up and return items 
n gia the stairway to the first floor. Open the door on 


the other side of the elevator shaft on the first floor 
meth tha Smal Key, and head into the basement 
Three Nurses will greet you on the basement stairs 


tdoort 
dot 


enex nerge on a spiral walkway 


which leads further down into the fog (Fig. 10) , en 


Room 302 


Subway 
Forest 
Water Prison 
Building 


Apartment 


Room 302 


Subway 
Forsst 


Water Prison 


a he rcanrt 


jase to De you 
Brom now on vour home will be haunted. Get ready to 
geperience a wide array of sinister happenings. Your 


mendows may clatter, the handles of the clock may 
Been out of control, your shoes may walk to the kitchen 


hen é fn en ehnas m p *h 
methout the aid of f UKAY, 50 SOES Wiking mm Me 


Bichen might not seem that spine-chilling in itself, but all 
mese ghostly offects have an unpleasant consequence 
memely that Henry loses life energy when he's close to 
mem. it's an effect similar to when he's in the presence 


gea Victim. However, in room 302 this effect ts even 
more potent. There are several w verd o deal with this 
= ob em: carefully avoid the haunted zones, wear a Saint 

edallion for protection or axorcise t be ghosts with a Ae 
Moly Candle (Fia.11). The amount of occult phenomenon E 
Mat manifests in the room will depend on Eileen's 


ondition. The exorcising of the phenomenon will also 
pre a direct influence on which ending of the game you 


Documents: 
(32) Red Diary — July 25 
[33) Kids Letter 
(34) Red Diary — July 17 


items: 
5) Toy Key 
() Riding Crop 
CD Filthy Coin 
CD 18 Coin 
(D Murder Scene Key 
C) Cynthias Commuter Ticket 
D Train Handie 
@ Use: Lynch Street Line Coin 


mmm RE nr en nn. emmen, 


5 Use: Toy Key 

CD Use: Filthy Coin 

CD Use: 18 Coin 

CD Use: Murder Scene Key 

D Use: Cynthia's Commuter Ticket 
D Use: Train Handle 


Equipment: 

© Holy Candle 
Nutrition Drink 

@ Pistol Bullets 
Portable Medical Kit 

@ Saint Medallion 

© Silver Bullets 
Sword of Ohedience 


Monsters: 
G Iremer 
C) Rubber Face 
CY Sniffer dag 
C Victim / 
@ Wall Man 
CP Ghost-Cynthia 
ÓP Man with the Coat | 
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oubway 
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| 
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King Street Line 


oubway 


ETTEN 


Dubway 


B5 


How to Play 


[8 


oubway, Bl 


You're now entering the subway 


ed area behind the closed door in the 
ki northeast. Take the Hol you 
=| find there. Some Rubber Faces will 


be lurking in the next hallway (Fig. 1) 
Go past the spot where you first met 
Cynthia and head for the Ladies. Crush the Tremers in the 
corner sa that yau can enter theholeán the wall. 


B ne 0% 
TE Sen Di GE 4 
Pens NG 
Wear odd 
can DASS 
Dd k 
dd 


Room 502 


From this point in the game, whenever 
you return to your apartment your 
room may well be haunted (also see 
pages 136-137), The man who lived 
there before you wrote his insights on 


this topic in the Red Diary — July 25, 


Ï 8 Subway, Bl 
In 
Ë Use the Lynch Street LineCoin in 
J the same way that you did on your 
ie! first visit and pass through the 
> 5 northern turnstile. There's someone 


lying in wait here who wants to ston 
you dead in your tracks. Cynthia 
has sadly now become a Victim (Fig. 2). And quite an 
annoying one, at that. If you don't silence Ghost Cynthia, 
she's likely to pursue vou all over the subway station 
and also at other locations. Fight Ghost Cynthia, and as 
soon as she hits the ground, stake her with the Sword 
of Obedience. You may have to try to impale her several 
times, as Ghost Cynthia has a creepy way of wriggling 
free whenever you try to trap her 


You'll find an extremely effective tool to use against 
Cynthia and other ghosts on the stairs to the southeast 
of this area: a Silver Bullet. This pistol bullet enables 
you to floor a ghost with just one shot, But don’t forget 
that you'll still have to stake the ghost with a Sword 
of Obedience to permanently disable it. The bullet is 


Subway, Bè 


On level B2, in a side passageway, 
you'll find a Riding Crop. This is a very 
effective weapon for Eileen to wield, so 
equip it as soon as possible. As you will 
already have noticed in the Hospital, 
you'll find a lot more health items 


which you'll find pushed under the door, inthensuár manner. 

There's also a Kid's Letter, with a Toy Key maide the envelope: 
Take the key with you and get the Lynch Street line Coin fram 
the storage box. If you have a Saint Medalliornafde Sword of 
Obedience in your box, you should take them wit you aswell 


guarded by several angry RubberFaces.SiNer Bullets 
are as rare as Swords of Obedience, sosávethem for the 
really important battles 


scattered around now, It's a good idegto-take-timetalookatthe 
maps when you first enter a location and make sure you get all 
available items in a particular area. Alsgtearinmindthatany 
items left behind from your first trip down tâthe subway will still 
be here (also see maps on pages 33-34}. 


maere ad Pf 
_— k Ee. 
: YT BES 1E 27 Z 
pe He Dubway ‚ B3 
mn n B 2 WE E: 
dl 5 F Examine the toy box that vou to have the Lynch Street Line Coin, which would take How to Play 
et # saw when you previouêly up an extra slot in the inventory 
 _exploredthà subway carriagos E 
LE | (Fig. 3), Use the Tov Kev to le Walkthrough 
Tia 8 _openit, and take the Filthy , 
EE ’ 


(If gou don't already have 
ekey, yal Il find it in an envelope in Room 302. See 


tems 


page18.) Nou'll have to clean she Filthy Cain at home EM 
sohead {pf one of the holesin the wall pfbferabiy in nn 
fhe southwest of this floor $Big. 4), You could always Res °% 
setuen Viathe hole in the Ladies, but then you'd have 3 4 
A 
ae _ ma MH _ gn 
ze Ria s8 Hopefully you took the upstairs. Read more on pages 22 and 138 about how 
je ie ' hal time-to open the door this will affect your game 
Wd U E “in the small room in the 
Big k-southeastofthe platform 
oled }-_dnyou first vigit to subway 
5 _wofld. M you did, you can walk 
Ll straightthrough to reach the 
EE d hole inthe wall on platform B4 


tat point BN. Otherwise you'll 
mce atedioustrek through theesubway train (see 
mag an page 40): 

You'll hit a serious snag aë'soon as yal try to go Water Prison 
dow Gnecof thedadders ta B4- Eileen can't follow 
poubecause her arm is ina sting (Fig. 5). This means 
taat vou Ikhave to leeve herin one of the small rooms 


Building 


Apartment 


Room 302 


Jaseph s typawriter seems kitchen sink and use the Filtiv ninorderto clean 


to be in overdrive. You'll find tand reveal the 18 Coin. The symbol should remind 

vetanother document pushed you of the strange vending machine in the subway 

under your front door, the Leave anything that you no longer require in the box 
Dent: Red Diary July17. Go to the such as Eileen's Bag and the Lynch Street Line Coin 


1 vir Subway, B3 


8 Gotothe northeast of the 

8 platform and use the 18 

an the strange vending 

E/ machine (Fig. 6) to get the 

mn EF “Murder Scdne Key. The 

EN tin nn 
Murder scône” ís of course 

Me place where Cynihia died. No prizes tor guessing 
vaur next destination.Just like on your first visit 
to Subwaw World, you'lhave to get to a ladder, go 
dewn-to Level B4 and run to the platform of the King 
StreetLine/You must then once again battle your 
way up thelong escalator, past all the Wall Men, 
towards Level B2. Take the stairs up to B1 


IES Subway, E:} 8 


You'll find Cynthia's Commuter 
amongst all the debris on the fl 
have spilled out of her handbag 
murder (Fig. 7). Now you can pa 
turnstiles. Open the office door 
You'll find the Train Hi 
can be used to move the King Street Line train. Before ee th 
go back and collect Eileen. Now that you have C 
can walk through both turnstiles and wich reach tha Lyn 


If you've left Eileen alone for an extended period of time, you 

is rather discoloured. It looks extremely unhealthy, and that can't be 

find more information on this topic on pages 22 and 138.) But for now’yo 

to be together again, heading in the direction of the King Street Une Gag) 

you must pass through the turnstiles on BĲ. Use 

Street Line area, then head down the stairs towards the southern vec 

only thing left to do is run down the long escalator, past all the grasping Wall 
the last time (Fig.8). 


Subway, B4 


10 leave Eileer nding alone the drivers cabin (Fig. 9} at the fro 
n if vou w ck tf in move. Itwill stop after only one w vans, le 
iid be enough d through the op 
don't leave her too long! ( r er 5 side into the passageway 
also put the commu et in Ox of this door you'll find a rar 
now). Enter bway train through 0 ng the door you'll seea short cut scene 
the door on the night, then run through carriage right up to 5e parition: the Man with the Coat 


At theend of this cut scer 


you'll have to react fast 
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Documents: 
35) Jasper s Burned Memo 
(36) Wheelchair Doll Text 
37) Rad Diary — July 18 


38| Descent of the Holy Mother — 


The 21 Sacraments 


items: 
ED Torch 
CD) Doll's Head 
@ Chain 
@ Dols Left Leg 
CG) Piekare of Despair 
>) Crested Medallion 
2 Dolls Right Leg 
@D Dolls Left Arm 
5) Doll's Right Arm 
@) Use: (burning) Torch 
@D Use: Dolls Head 
@ Use: Dols Left Leg 
> Use: Crested Medallion 
CD Use: Doll's Right Leg 
@D Use: Doll's Left Arm 
EC) Use: Doll's Right Arm 


O Holy Candie 
Nutrition Drink 
© Pistol Bullets 
© Silver Bullets 
<5 Revolver Bullets 
@ saint Medallion 


Monsters: 


{® Man with the Coat 


© inserisù 
® well 
© Holy Flame 


hen 


RM Graveyard 
4 TR en 


en Do you remember the inscriptions Equip the Torch and examine the Holy Flame to ignite the 
SED (ie: in the forest that you couldn't read Torch (Fig. 2}. When lighting the Torch you'll realise that 
= 5 hed on your first visit (Fig. 1)? Well, the Man with the Coat is trying to shoot you in the back 
fortunately Eileen can read these. The best thing you can do for now is to run to the right, go 
She'Il startto read out loud when through the gate, and leave him behind in the graveyard. 
you're standing together in front of Examine the well in the next area (you'llfind more 
the mysterious writings — but only if you've already taken information on this at point FV). 


out all ofthe monsters in the arga. For example, you'll have 
to kill alt the Mothbats that are buzzing around the open 
grave before she'll deign to say anything. 


Thetexts appear to form some kind of diary. There are 
16 af them to be found throughout the 
area. Chack the survey map to pinpoint 
their locations. You can, of course,‚go 
and read them all with Eileen, or you 
could do it the easy way and read 
the complete texts in the Secrets 
e 14014] Mi 
necessary to read them all in order 
to complete the game 


Itis, however, absolutely necessary 
for you ta examine the burning 
torch in the corner on the left of 
the graveyard exit. According 
ta the-inscription, this is a Holy 
Flame. On further investigation 
you'll find a normal Torch right 
next to it, which you can take 
with you. It actually seems 
ta be just another battering 
weapon, but this blunt 
instrument has another 
function, Use it to light 
your way through the 
darkness. You will have 
tobequick,asthe _” 
flame will only burn 
fora short time. Once you 
find same oil to soak it with you can 
make it burn a little longer 


The kan with the Coat 


The Man with the Coat is armed with a pistol and a steel 
pipe (Fig. 3}. If you don't watch out, you'll notice his 
presence only when his bullets hit vou. The click of the 
pistol warns you that he's getting ready to fire. You can 
challenge him if you like, but you can’t finish him off. 
After getting hit several times he'll fall to the ground, 
but sadly he is merely stunned, If you leave an area and 
re-enter, he'll be up and running again. Be warned, he 
might even follow you sf you try to escape 


The Man with the Coat haunts the three sectors in 

the southwest of Wish House and one sector in the 
southeast. Listen closely for clues to his current 
location. You'll hear the gates open and close when he 
enters an area 
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The Well in the 


You # certainiy have noticed the 
wells on your first walk through 
mm Ì the forest. There are five in 
total, all of which are swathed in 
darkness, making it impossible 
fo see down the shaft. If you 
examine each well with & burning Torch, you'll find one 
ef five body parts: for example a £ 
front of the gate leading to the gravevyard 


ae: 


in the well in 


rch at the Holy 


D the weit betore 
equip a d 
i blow out and you ! 
3 ë tdistractad by the 
Man with the Coat 
men 


southwest 


upt u 
ving on to Wish House. Alth 


g' nder th 
ugh your pursuer will 


oug 
e safe atthe orphanage 


j At the Wish House 


me, 


“Arean cm 
A — 


Enrmar 


Ui 
{ Ì a more apt descript 
situation, You'll find a 
_ hanging on the red climbing 


frame close to the eastern wall 
Eileen can U8e It as a weapon; the rattie of the chain will 
st vou know when Eileen is close by 


in front of the former 
t ce of what used to be the orphanage. You 


antrar ! BISO 


cover the twnen you examine 


sc ed dol eelchair (Fig. 5). Bott 
ext Hcate th ine wetis and use 
mg an 0 


8 Room 302 


Basically, you must be on your 
guard every time you return to 


>n that haunts 

the closet in the bedroom, and 
wilt drain Henry's life energy as soon as he returns. When 
Hus happens, leave the room as quickly as possible. It's 
absolutely imperative to exorcise this haunting by placing 
2 Holy Candle in the nght place. Unless of course you're 


trying to get a certain game ending. 


Pick up the 


from under the front door 

en go to the storage róom and climb into the. Wait! Isn't 
Mere a tank filled with oil? Have a closer look at the canister 
st your feet and Use the T 


t wall keep st akhght longer the n 


, Soaking the 


ext time you use it 


After you return to the orphanage you ll have to visit four 
more wells: one in the southeast, one fn the northwest 


The order 


lin the direction of Toluca Lake) and two in the northeast 


s not important 
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When you're hurrying to one af the 
exits, you can leave Eileen alone in 
the Central area. Itis, however, not 
recommended to leave her alone for 
an extended period of time. Read more 
about this on pages 22 and 138 


One of the wells is far away in the southeast. You'll have to 
get past the Man with the Coat and his chainsaw to reach it 
You'll find one of the extremely rare Silver Bullets in the area 
with the peculiar looking root 


Finally you'll reach the well at point f} on the map. A Holy 
Flame is blazing conveniently next to it (Fig. 7}, Ignite the 
Torch and laok into the well to find the Doll's Left Leg. If 


NAR At Toluca Lake 


The next well is in the area to the 
northwest of the orphanage, guarded by 
two Doubleheads. As usual, these will 
come running, stand still, hit quickly and 
then retreat. Dodge their attack at the 
very last moment and fight back. 


You'll find the next flame in an equally far-flung location at the 
edge of the lake, Close by, in a cave filled with junk, you'll find 
the Pickaxe of Despair, an extremely unwieldy weapon 
Turn left at the shore of Toluca Lake. At point El you'll meet 
the mysterious little boy again; his name is Walter Sullivan 
In this cut scene you'll also see the Crested Medallion (Fig. 8} 
on a pedestal. Soon you will have this precious object in your 
own hands? You'll also find some Revolver Bullets in a corner, 
And just in case you didn't take it on yaur first excursion to the 
forest, the Portable Medical Kit will be in its original place [the 
same goes for every other item in Forest World — see map bn 


BEER vj lS EG 
‘ 


RARA: 


Forest — Southeast 


sn mrd AR pn 


Etleen fs with you, 
you can listen to 
her reading some 
ofthe inscriptions 
Afterwards yau 
should go back 

to the centre and 
use the dels part 
directly an the doll 07 
in the wheelchair to free.a slot in your inventory. Even if you 
already defeated the man with the chainsaw, you'll meet him 
once again on your way back. Wouldn't you like to get your 
hands on such a formidable weapon? 


pages 42-43). Use the hole in 

the rack to return to Room 302 

and store some items in the 

box if you wish. For example, P4 
you won't need the Crested 
Medallion until you've 
assembled the doll-parts. 
If youhave yet to dip the 
Torch in the oil canister 

in the storage room, you 
should do so now. Make 
sure you take a Sword of 
Obedience and a Saint ie 
Medallion with you sf N 
vou're about to head for 
the northeastern area. 


et 


Henry Townshend runs across the mysterious little boy ín the 
most improbable-places. They haven't spaken a singfe word 
since-they first met, but Towesinthe forests of Silent Hill, vou 
will finally leasnchis name. The part he-plays’inthe mysté 

has yet to he revealed, _ 


- Ze 
5, Ald 


‚ - 


You nead at laast one free slotin your 
8 „ inventory in orderto collect the next 
_n Ì 5, dolls párt. Ignite the Torch with the Holy 

Tr Flame at Toluca Lake and rush over to the well 
at point ER Three Victims will hassle you in 
the cave (Fig. 9), Don't forget that the flame will 
extinguish if you equip another weapon. If Eileen 
_ is with you, unequip her weapon so that she 
doesn't get involved in & fight with the Victims 

ou ll eventually find the nthe well. Use Fon the doll in 
the wheelchair at Wish House 


Forest — Kortheast 


You U frnd another well only two turther m 


"ER Pravi Bed herin ve 


the northeast at po 


managed to Keep your n Burning, you wilt 
find the in the well. Don't forget 
the that's tucked away on the left 


side of the door. Should you need a Holy Flame to 

ght vaur torch, you'll find one next to the rocks where you previously met 

Jasper Gein for the first time. What a surptisel He's waiting there to greet 
vou once again 


Jasper will float towards you (Hg. 10) enqulfed in flames, He's almost as 
formidable an opponent as Ghost Cynthia in the subway. You could choose 
to take the Pistol and use one of the rare Silver Bullets before proceeding 
to stake him with a Sword of Obedience. Alternatively, you could save the 
bullet to use it for a worthier purpose later on. Why not use a hefty blunt 
instrument, under the protection of an equipped Saint Madallion, to bring 
dasper to his knees — and use the Sword to impale him. Leave the Sword 
in place, to ensure that Jasper won't annoy you any longer in this world or 
in any future world. 


The fifth well is in the furthest reaches of 


- m8 the northeast sector. You'll find a Holy Fame 

zn Î for igniting the Torch in the adjoining area 
after passing through the industrial building. Fish 
the from the well, then take it 


LT back to the Wish House as quickly as possible 
You can now store the Torch in your box when 
you return to 302. Four Rubber Faces are guarding 
the last Holy Hame 


Under the 
Wish House 


- er You must use the five body parts that you found mn 
me wellis on the doll m the vheelchair Daolfs Hea d, 
Dols Left Lag, Doll's Right Leg, Dols Left Arm, Dolfs 


Aight Arm. The wheelchair will roll away, revealing 
a stairway that even Eileen can use (Fig. 11). Before 
descending you should go neck n Room 302 and 
get the Crested Medalkon. Read the book { M 

21 Sacra ; in the secret chamber downstairs Insert 
he Crested Medaikan in the door and continue your descent into the fog 
under Forest/World. Behind the door at the bottom you'll find a circular room 
(Fig. 12). As soon as you step on the spot in the middle you'll be transparted to 
Water Pnson World for the second time 


en = . 


WATER PRISON WORLD 
2e TIME 


Frison RE eN 


ee d. 
Wet Gs. 


Prison 3F 


Prison 2F / 


items: 


A 

CD Nightstiek k 

Enuipment: 
© Holy Candle 

Nutrition Drink 
@ Pistol Bullets 

Sword of Obedience 

Monsters: 


ie Documents: 
Kk _\ 9) Red Diary — July 28 
(40) Note from the Bloody Prisoner s Shirt 


C) Prisoners Shirt 

@D Water Prison Generator Room Key 

@) Use: Prisoners Shirt 

@) Use: Water Prisan Generator Room Key 


Equipment: 
Nutrition Drink 
@ Pistol Bullets 
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Water Prison, 


Dn 
fd 
« The elevator will take you all 
| the way up into th 
Das Ì Water Prison. Bef Q 
any further, unequip Eileen's 
: weapon. Unlock the door with 


the symbbl on it and go outside 
The Man with the Coat will be standing directly in front 
» of vou (Fig. 1). Don't even think about taking him on, just 
walk straight past, go through the door, and step onto 
the walkway 


As Eileen can't climb the 
ladders, you'll have to 
go the long way around, 
using the outside walkway. After 
, taking a few steps you will hear 
a door closing. That's the sound 


ad 
of The Man with the Coat bearing 


whether you fought him 


This time the Man with the Coat is toting two pt 

etting rip with both barrels. These twin shooters will 
seriously damage your health as you try to make your way 
down to the bottom of the tower. It's up to you whether or 
not you try to halt your attacker with Richaed’s Revolver or 
some other weapon. The sensible option would simply be to 
run away and conserve precious ammo, 


Hurry over to the left side with Eileen and rush down the 
ramp. Don't run too fast, or you'll leave her behind. It's better 
f you walk at normal speed, breaking into the occasional 
sorint and taking care that Eileen keeps up. Whatever you 
do, don't look back. After about half a turn around the tower 
you'll see a Mothbat clinging to the wall (Fg.3). Stick to the 


outer edge of the walkway to avoid disturbing it If you did 
gnequip Eileen's weapon then she won t slow you down Dy 
sttemptng to hght the bugs on her ov 


t you didn't manage to creep past the Mathbats unnotced 
se the Bug Spray to take them out Then continue onwards 
slong the walkway. If you've previousty left Eileen alone in 
the subway or the forest she may be a kttle battered and 
bruised, and much less.mobile, Should this be the case, 
your journey along the walkway will prave to be long, slow 
and dangerous 


ea eur UI say uiolas pue 4E yIeas o7 vosuid 
au1 Jo episino ay3 uo sJappej aur dn pue zyjbi auy3 vo Joop 


LOE WOOH 

or yoeq za8 pue em au ui ajotf aur O7 ur qw11g woossrue au 

oyJoop aur HAOf UN JOO; 38415 BUI UIESS 0} ARM JBA 3u) UO 

apisino s1appej 8ul ASfj palm or veaprd 404 vodeam aaide je 
ue sting ‘1 eyer O3 aABUHUOP NO ‘(9 Bid) 4E UIN 


1ebuep,snotes 
Aue aa8; 10 Jnozep 
Joleut e ayew 03 
Buiaey IOU Mm 4E 

1004 uo af 
Aap e pue siajjng 
Sid HUUG 


ou AN e jab 

07 ajgeeq pynoys 
nox Har vaag Ije 
aAeyÁaur a1ayM Ino puiy op 96-9g sabed vo sdeut aut ze Hoo, e 
BACH ‘3sin 158 1NOÂ aauts zuauidinbe pue swalt qijeay papaau 
anw awds yum paystuarde: vaag Sey UOSIJ q dale mA eu} 


ZOE woog vt ag eyy ui Yaeg Hand veg noÂjew os 
‘asow sau0 vodeam JaÛf dinbaur) ‘uayorg aur orur umop dop 


Ia ‘uostid zejen Wi 


äC ‘UOSTIJ Teen Pan 


eur ybnosyy og ‘BuoB vaBG BA,NOÂ BaUIS Áze19 yjeU UEALD 
ueeg Áigeqod says “ueart3 03 yaeq Aasny pynoys noÂ mon 


“xoq ay} ul suodeam Jay1o Jay [je 91303s 
ue noÂ os ‘uaaplg 20) vodeam e se aaÏpins (IM Kons wubi au | 


"Bu0 BABY NOÁ JI BNG JeAIS B pue ‘uoIjepeyy muies e :noÂ yum ! 


sway buimojos eur ayer noÂ zeur aans ave ‘xoq abesors ay 
ui saieds Aue sA[Paj EI nOÂ OS ‘uOSIJ J Ja3erf, ayI ui dn auo yard 
ueI no ‘BaueIpagg 10 ploMs e yum wig Buryers Aq Áygesajard 
‘hey e noÂ anr or wij apenssad o3 pasoddns ase noÂ :ynos Jood 
Sly} UMA Op 03 BABY noÂ zEym noÂ sjjar osje azou auf 'UOSUY 
18)e/ UI JO S1ejjeI aUYIUNEY O0} peseajas aq [JIM OALES AG 
MaJpuw jo isouyb auy ‘azou eur peas an, noÂ 1a1jy ‘aibew Ág p se 
BSI|e1181EW JIYS S,1BUOSId Ápdoyg un wou; S1ON au Ye JLM 
poojg ay3:qmuyveg ay3 vo Jaqweya 
yep By} WOIJ LIS S 1BUOSII AI 
asp (£'Dij} ssaw Apoajg ay) auiwexa 
pue woolyjeg eur o3ul of van '1 
peay Joop 3404} aya Japun paysnd 
ueag sey 97 Áinr — Aueig pay auf 


zog woog PA 


B DUI} J,NOA “SWOOY BIUEYIBAINS BUI 
USIA 0} JNOJap HOUS BBYEL 'NEH BuruIG 
ay apisino a3ug '(G 814) payoojysero 
Ajrsee aq veo pue yavaj e vo BuiÂy 
SA UOIEPS IN 1 
Baur vapply JUD VOLA BU BYE 
‘en Buruig ey3ano 498UI 02 BW | 


iZ0E woog ur woosyjeg euz ur viezspoojg 
Anuêtsun zeug Jo; asn e ‘Ápjeurj 41 UO 
UOLAAM SAEUM j2aAas 03 pinbij painojoa 
awos pui; 
ox paau'yj,nok 4Oojpeuswosrtius H 
J&ut dn word uadoagjpms ô 
tw 30op a{r 490} epoo ay Inoge 
Á13on3,uog ‘seqweys weep aug o1 
1ubrens of ‘uayars aug vi aa,noÂ aug as 


5 J8U0S 


nn 


Ayemueaa noÂ nun ‘sajoy a1ow jesanas vMop uauI pue — [ja 
ay} ui ajouf aur vMOp duinf noÂ vaym viebe sem ed o1 sey 
itnoÂ asina; '(apis peq 1ay vo raf oyzou Aar os) o7 s3uem 
ays UayM yaund Ayeaut e Yord Ajuiersaa ved ays ‘apiben 
ybnouyy Buneag pooB e year papeay-Omi ey SAID djey ueo 
aysjeyr os vodeam Jay uvaartg BAIB or aans Bq ‘(4 ‘B14) vinzas 
noÂ aauis peayaygnog 1814 aun 89e jj ‚noÂ Aemabessed aur ui 


opis Jey}o ayì WOIj paysoy 

st self aur O2UI woosalue BU WOI SPEBJ YI YM '4| JE JOOP 
Bu asnlIaq Ajuiews ‘syerueI noÂ 
Binos Ájuo aur St stu j “uvayan aur 
olur umop padwnl Áysnoresd noÂ 
B18UYM '34B1 aut UO 89 UI aUI 
10 PeaH '4190}4 1189 sy YIEBI OY 
JE +004} UO JOOP aur UÔNOJU Of) 


eS au1 1980 pue” 


46 


Tm 


Water Prison, 5F 


You have to walk around the 
outside of the tower again 

to reach the next level. The 
relentiess Man with the Cost 
will reappear just in case you 
were missing him (Fig.8)! It's 


K nn 


up to vou if vou want to go pest him (in which case 

vou should @nequig Eileen's weapon) or st yofrwant ta 
fight Either way, anyipeace will be short Ived, as your 
nemesis wil continue to harass you whenever you sten 
out onto the walkway, So,as usual, the best tactic ts LO 
gnore him and Keep tunrng 


uu Water Prison, 2F 


Time fore short visst to Foot 

2F. Enter the cell section and 
walk into the first call on the 

left. Examine tha bed (Fig. 9) to 
pull out the dien 
hidden underneath. (This is tha 
“sword with the triangle handle” mentioned in the Note 
trom the Bloody Prisoner’s Shirt) Followirig this, continue 
vour journey.to the basement via the outer walkway 


r Water Prison, Bl 


When you open the doörleading and you'llalso meet up with him later in the Building 
… from the anterdom in IFintothe World. Butthat’s something you'll have to put up with 
cellar, a short cut scene will - especially if it gives you a chance to silence the ghost 
herald the arrival of yet another of Richard Braintree. 
ghost. This will only happen 
if you've alreâdy deciphered 
she Note from the Bloody Prisoner’s Shirt. The ghost 
Bl Andrew DeSalvo will be released to haunt the 
Basement passageway (Fig, 10). If you want an easy 
me, shoot him with a Silver Bullet, then stake him with 
» Sword of Obedience. You'll then get the Î 
G ator R : If you don't have a Silver Bullet 
she battle will teke much longer. The protective powers 
sis Saint Medallion will be of some help here 


& Sword of Obedience and a Silver Bullet will also 
rome in hanty at the beginning of the next world. If 
eu don't have a Sword of Obedience in your box, 
on't forget to retrieve the one that you stuck into 
ndrew. Unfortunately this will mean that he's tree to 
gunt again. He'll follow you to the waterwheel room 


ad 


Water Prison, Bè2 


jy running around Me qe rator, or stand and hght ye 


through the throng of two-headed fiends. 
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Building Bl bes 


Îtems 
Secrets 
inder 
@D Use: Volleyball 5 Room 302 
CX) Use: Cake Candles 
Subway 
Equipment: 
© Holy Candie Forest 
Nutrition Drink 
© Reroiver Bullets R Water Prison 
Mansters: Building 
@ Iremer 
CY Sniffer Dog Apartment 
CY Victim 


{) Ghost-Richard Room 302 


Hospital 
Building B5 zn 
Building B5 lS Milke 


Building B4 


k 
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C 
Tran « 


Building B6 


Raan b 


Building B7 


Building B10 


| 


Pocuniënts: 


Building Bl3 


uilding B1l4 ik KK 
Equipmest: 
© hay ande | 
Kutrition Drink 
@ Pistol Buiiets 
Portable Medical Kit 
© Reraher Bullets 
@ Saint Medallion kk 


Münsters: 


Building 


Apartment 
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Building, BO 


| 
ad On re-entering the Building World annoying tactic is when he disappears, then reappears 
_— youlll see a short cut scene before behind Henry's back. He will then attack with lightning 
Kerl coming face-to-face with Richard speed and suck Henry's life energy. But despite all his 
K Braintree in his current incarnation, _posturing, Richard is as vulnerable as all the other ghosts 
Ghost-Richard (Fig.1). First he'll and can be quickly dealt with using the tried and trusted 
try to intimidate you with his jerky Silver Bullet and Sword of Obedience technique 


movements and then he'll start to hit you. His most 


01 


Building, Bl2 


After desling with Richard pick up the 

R s document that is lying on 
the ground to the left, between the cars 
{Fig. 2). The text may seem a bit strange 
on first reading, but it tells you what you 
need to do in this area: tidy everything 
upl Enter the elevator and go down. 


Tee 
JE Exit the elevator on the same side some Revolver Bullets on level B8, but for now you should 
5 df in which you entered. You'll find only use the left-hand elevator, 
lim another Holy Candle in the small 
| backyard (Fig. 3), which is useful The obvious problem with this world is that Eileen 
if you want to exorcise some of the won't be able to follow you down the ladders. Leave her 
occult phenomena back in Room behind in the elevator, while you take the ladder into the 


302. Later on you can take the right-hand elevator to get basement room with the broken showers. Before you 
leave the basement via the ladder on the 
opposite side, you should pick up the 
white f rd Ball, which is lying in the 
corner (Fia 4). Exit the basement and run 
through the narrow streets to the right. 


On your way down to the 


| met door in the south of this 
Ì k_ level, you'll witness a 
B aaan: conversation between young 
m Walter Sullivan and the Man 


| with the Coat - who'll reveal 
his name for the very first 
time. After this cut scene 

a Victim will appear 

behind you. It will also turn up later, when you 
return to the elevator after having visited 

the bar. Under certain circumstances you 

might meet another ghost at this particular 
location —tragic Cynthia. 


Cynthia's Ghost 


you didn't silence Cynthia's ghost in the subway 
with a Sword of Obedience, then you'll also meet her 
here in Building World. And if you decide to let her 
go without staking her this time around, she'll pester 


u 18 You'llfinda V 
amongst all the cardboard 
boxes (Fig. 5), anda 
tn the corner on the 
night-hand side, If there's no 
toom in your tnventory, you 
can collect these items on 
your way back from the bar, 
which just happens to be your 
pext destination, provided that you can get past the 
wheelchairs on Floor B13 


Use the Billard Batt on the pool 
table (Fig.6) to falfil the first of 
the four conditions referred to 
in the Reminiscas toxt 
ham mn 
You'll find the Later 
Bartender's Memo on the bar, Road it and you'll 
discover that the phone number of the bar has 
changed, as has tha code for the door. Before vou 
can start to think about opening any doors you'll have 
to go back to the elevator and get Eileen. If you've 
forgotten where you left her, check the ingame map 
Her position will be marked with a red triangle 


Tr 
B | ne 


Press the top button in the 
elevator to go down to B8 with 
Eileen. If you used the elevator 
on the night, you can exit through 
the door that leads north and pick 
úp a box of f ina 
passageway full of Rubber Faces. If you're not interested 


Ee a 


Vv Bar SeÂe ’ B15 


Elevator, B8 


you again and again, turning up in the Pet Shop 
or tn the Apartment World. You can also'meet 
Ghost-Jasper here. 


in the ammunítion, leave the elevator and head south (via B anildiad 
the door next to the buttons) ee 


Hf you previously silenced Ghost-Richard with a Sword of 
Obedience, feel free to congratulate yourself. Hf you didn't, 
you'll face another duel with him now. Your next stop will 
be the Sporting Goods Shop. 


aud Albert's: Sports, B5 


LJ | If you still haven't silenced Richard, 


he'll welcome you here in his usual 
friendly manner. Put the Volleyball 
in the basket, alongside all the other 
volleybalts (Fig. 7}. Then grab the 
trom the counter and 
take them up to the birthday party room on B3 


Sooner or later you should pay a brief visit back to Room 
302 to save your game and stock up on supplies 


Room 302 


You'll ind the 

under your front door after your first 
return from Building World. When 
you look out of the window to get 
the new phone number of the bar, 
vou'll be sorely disappointed. The 
billboard still features the old telephone number 


Walk over to your telephone in the bedroom and call 
the number of the old bar (555-3750). An answerphone 
message will tell you the new number: 555-4890 


Ì Building, B3 


A Victim will ba floating around 
in the birthday party room when 
vou arrive. Some people naver 
know when to leave! Put the Cake 
Candles on the cake (Fig. 8). Take 


the Stutted Cat standing next to the” 
door. If you want to collect same additional items such as 
ä Î vou can explore further upstairs- but this is 


not essential 


When you've seen enough of the upper levels, return to 
the sports shop and continue onwards to the Pet Shop 


Pet Shop, B7 


| » 
NT Put the Stuf! st in the cage on 
} the counter of the Pet Shop (Fig-.9) 
You should now hear & clock strike 


You can then leave the Pet Shop 

through the back door and go down 

the stairs into the upside-down 
room — accompanied by Eileen, of course 


On leaving the shop you'll see a newspaper lying on the 
floor. If you read this and return to the shop later on, the 
shop will have changed in an interesting way, This event 
doesn't have much importance in terms of the overall 
game plan, but it does provide an interesting tit-bit of 
information, namely that the shop owner was an early 
victim of Walter Sullivan 


{00 


Em If you've been following this 
walkthrough to the letter, vou 


ER CN Building, B8 
ú 


wall not yet have expenenced 
the strange upside-down room 


a Take particular note of the 


CIOCK hanging on the wall mn the 


ma var 
MNOIOSTOO WEEK 


OuSty staKed 


Building, B10 
te 
ge Ì Behind the.door on Floor B10 Room 302 
you'll discover a veritable here. The downside have 
k- nenagerie of fiends (Fig-11) to wrestle them from the claws of the Rubber Face 
It's rather difficult to get monsters Subway 
dn — Eileen past the over-exited 
primates, so this encounter At the other end of this area you'll find a staircase Forest 
will probably end in a fight. What youlose intermsof leading down to B12, There you can finally unlock the 
door that leads to a familiar passageway (Fig. 12). At 
last you can ga into the bar with Eileen. However, ba Water Prison 
aware that new opponents will appear on the stairs 
on the other side of the wheelchairs and there will : 
also be some monsters lurking in the bar Building ; 


Apartment 


Room 302 


Hospital 
Subway 


Forest 


(02 


Bar-:SsÂas Bio 


Watch out! A Rubber Face wants 

to welcome you as his favourite 

regular (Fig.13). But all you want to 

do is get the hell out of that bar in 

one piecel Enter the new code into 

the numberpad, the one that you got 
when you called the original phone number in Room 302, 
It's the last fbur digits of the new phane number- 4,8, 9, 0 


Your only possible direction from here ís “ever 
downward”. The staircase leads to B23 and a swarm 
of Mathbats. 


Building, B23 


Take the table Med t before 

you open the door. Gigantic Wall 

Men in colossal picture frames are 

being lowered and raised. The exit 

is on the opposite side, but you can't 

open it yet. Notice the inscription, 
which paraphrases the secret of this chamber: “To reach the 
deepest part, you must defeat the One Truth.” The “One Truth” 
is your vital clue: only one of the twelve Wall Men is the real 
one. You can identify him in the following way: when you hit 
the correct monster, all the others will flinch (Fig. 14). Once 
you've ascertained the identity of the “One Truth” simply keen 
shooting or hitting 
it until you see a 
message confirming 
that the lock has 
opened. The position , 
of the real Wall Man 
will be determined 
randomly, but there's 
a high probability that 
he'll be on the right 
or left side of the exit 
If you don't succeed 
there, try the one next 
to the entrance. 


Behind the exit 

yau'll find another 
fag-bound walkway 
=the last of it's kind 

If yau're taking the 
usual route to Room 
302, you'll find the Red 
Diary — August 7 has 
been slipped under 
the door. This detour 
isn't strictly necessary 
at this point in the game as the new diary page will still be 
there the next time you return to your room 


15 


At the very end you'll hit solid ground and end up in front of a 

door. A door with the number 302 on it (Fig. 15). You'll find the 
ntendent ry (Man with the Coat) on the floor. Take a 

deep breath, and walk through. 
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Apartment LE 
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How to Play 


Water Prison 
Building 
Apartment 


Room 302 


MEL 4 B) Eik 


p Documents: Equipment: 
__ 5 Superintendent's Diary (Man with the Coat) > Nutrition Drink 
‚(48 Old Picture Book @ Pistol Bullets 
(AT) “Crimson Tome’ © Rerolver Bullets 
(&8) Red Diary — August 2 @ Saint Medallion 
(85) Red Diary — August 3 @ Sword of Ohedience 
(50) Red Diary — August 4 © Holy Candle 
(51) Bed Diary — August 5 
EZ Joseph's Letter Monster: 
O Douniehead 
\ items: @ Doubiehead-Mutant 
‚ @ Pickareef Hope © Nurse 
___ @ Heys of Liberatin Q fictim 
Dee: Pickarn of lope @ Mall Man 
‚5 Use: Keys of Liberation C3 Ghost-Cynthia 
\ @ Ghast-Richard 


@ Man with the Coat 


' 
LN 


(04 Apartment 2F 


(06 


Ah, home, sweet home, Well, 
almost. The interior differs in 
some respects from Room 302 that 
vou know and loathe. You can get 
back to “your” 302 though the hole 
inthe bathroom wall if you wish 
[And if you save your game there, the save data states 
that the newly discovered room exists “in the past”) 


You'll find two documents lying on the table in the living 
room: an Old Picture Book and the “Crim Tome 
There's alot for you to read in your bedroom. You'll 

find four more documents scattered around the red 


typewriter: Red Diary — August 2, Red Diary — A 


Room 3502 


Use the Pickaxe of Hope on the 
wall between the bathroom and 
the bedroom to make a large hole 
in the wall… (Fig.3) 


We won't go into too much detail here, because we'd like to 
avoid you stumbling across the solution of the game while 
browsing through the pages of this book. For now, all you 
need to know is that you must climb through the opening in 
the wall and examine the body on the opposite side twice. 
You'll find the Keys of Liberation in the pocket. Go back 
through the hole in the wall and into your apartment 


While going through 

your hallway, you'll hear 

something clattering in the 
storage room. A cardboard box on 
the top shelf has burst open and 
Joseph's Letter has fallen out, 
containing the very last message 
from Joseph Schreiber (Fig.4). If 
vou haven't previously been home 
{after finishing Building World}, you'll find the Red Diary 
— August 7 pushed under your door (See page 102). Take 
it now, because it'Il disappear otherwise. Now your great 
moment has finally arrived: use the Keys of Liberation to 
open your front door, Free at last! Well, actually, not quite, 


because in front of your door another nightmare is waiting. 


Room 3502 of the Past 


Red Diary — August 4, Red Diary — August 5 (Fig). This 
seems be the legacy of the guy who lived in 302 before 
you, After you've read everything thoroughly, you should 
go back to the living room. You must have noticed that 
wet stain on the floor (Fig.2}? Go from there to the left 
into the living room (don't go via the kitchen). A long, * 
elaborate cut scene will show you what actually caused 
the stain” KA aM and tell you a lot more 
about Walter Sullivan and the 21 eN, After this 
unsettling sequence, pull the Pickaxe of Hope out of the 
wall between bathroom and bedroom There's nothing 
else for you to do here. You must leave Eileen again and 
eräwl through the hole in the bathroom wall. 


Eileen has alsa somehow made 
it into this world. Shell follow 
you everywhere you go from 
this point on — except Room 
302. But that's completely 
understandable: an unmarried 
8 voung woman and a single man alone in a room … 
well, what would the neighbours think? On the other 
hand it's a good ideathat your neighbour doesn't get to 
know about the peep-hole in her own bedroom wall. 


fi 
Î 
| 


3 == A Doublehdad has 

mi taken up residence in 

j apartment 301. But the 

most important new interior 

Î addition is a stairway that 

Ì re leads down to apartment 201 

(Fig. 5}. Go downstairs and 

e= be prepared to encounter 

lots of other monsters. You'll 
also meet a new kind of Doublehead for the first 
tume. You'll see a lot more of this stronger mutation 

later on 


Gao down the hallway and run 
for the shelter of apartment 
- mn 202. The mad Man with the 
Ì Win HE Coat will be standing behind 
pe _ the Iron bars, which also block 
the passageway. He is firing 
ike a maniac. Some things never cliange! The fifth 
Obedience is waiting in the apartment 


NE raover there’ s a convenient hole in the living room 


wall leading to apartment 203 (Fig. 6). 


| You might meet the ghost of Cynthia again in 203. 
Everything else seems to be fine and you can get to 
| the staircase without any trouble because the Man 
and his Coat have vanished into thin air. He's actually 
| hiding in apartment 204, but you don't ever have 
to cross his line of fire (Fig. 7). There's a Nutrit 
kto find in the kitchen of 204, but you can ih it 
without getting near him. 


ranger & U 


i I'd Apartment, 3F 


Check your supplies before heading off with Eileen. 


If you like using vour guns, for example, you should 
take lots of ammunition with you, You're going to 
need it. 


As the way to the staircase is blocked by iran bars, 
you Il have to visit your neighbour in 301 again 
Maybe you'll find a way to the Superintendent’s 
Room there. 


Doublehead-Mutant ' 


items 


Secrets 


Water Prison 


Building 


Cynthia and Co. 


You'll be haunted by several well-known ghosts ín South in his farmer habitat. You'll have to get past Cynthia and 
Ashfield Heights unless you previously staked each of them Richard in any case. But only once. On your way back from 105 
with a Sword of Obedience! Ghost-Cynthia lives in 203, Ghost- to 302 you wont see the apparitions again, so it ‘s not really 
Andrew haunts 107, and Ghost-Richard has taken uo residence _ worth engaging in a fight here. 


Es 
Mtsn Now things are getting 

HH Bamm serious: five Nurse monsters 
HR are guarding the staircase 


rl 8 (Fig.8}, The stairway that should 
d ELN 8 lead downwards on the left is 
Î a 8 completely blocked. The creatures 
| FT # are well spread out at first— so if you 
mennen 8 wanttotake a run with Eileen to the 


door on the opposite side, you should 
make a break for it now. If you don't, you'll have to stand your 
ground and fight the mutant ‘angels’ 


You don't have to go all the way to the top level this time, 
because you're not heading for Eileen’s apartment. If you're 
interested in the things you can find up there, then you'll 
have to fight your way through — or have a short side trip 
without Eileen. 


smeg You're forced go through 
ae apartment 206 because of the 


Hi iron barsinthe hallway: yvou'Il 

> }_finda hole leading to 207 in the back 
JH 8 room.First you have ta get past the 

5 y | _Man with the Coat vet again. He's only 
Î WT | _aotone pistol this time arotind, so you 
shouldn't have too much trouble. 


Apartment207 will be empty unless Ghost-Richard is still 
around. A new stairway in the northwest of Floor 2F finally 
leads you down to the first floor (Fig. 9}. The stairway is 
guarded by a monster, so take care. 


| al 

Bef Apartment, 1F 

| EN —_—_ - _ mmm 

\ 8 Now there's nothing between you Eileen will stand rooted to the spot in the staircase, staring at 
) Î and the superintendent’s apartment a sketchbaok featuring Walter's father. The memories about 
Î 8 105, Well, apart from the six chains the father are also responsible for the chains in front of the 

| $ hanging in front of the door, that is. door, Leave Eileen here and continue alone 


You'll find the solution to this problem 
in the eastern hallway on this floor. 


(08 


Inspect the “figure” 

hanging in the corner of the 

hallway next to apartment 
104 (Fig. 10). You'll hear a “memory” 
about the father of ite Walter and 
he appantion will disappear. (At 
the same time, one of the chains in 
Cm front of 105 wall desappear) 


EN 


n total there are sx memories of Walters father to find 

so vou have five more to locate and examine. Yoy can also 
gok them up on the map to the r 
marked with an B 


ght of this page: they are 


You can find the second “father” next door in 104, in & round 
cell Another one is dangling in the middle of apartment 

103, closely quarded by several Doublehead-Mutants. You'll 
dscover one in the Irang room of 102. There ts one more in 
round cell in 101, and the final father figure is hanging out 
e upper end of the haltway 


Tr 


ade td ea 


u em d 
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By sxamining the six “father figures” you will break open 
the chains in front of the superintendent’s door. On your 
way back you'll inevitably have to go through the staircase 
where you'll pick up Eileen again. After a short cut scene 
about Eileen having deeper thoughts about Walter you'll 


continue on together 


ze va nn 
pmte 


_T Pel Superintendent s Room 105 


Examine the foul smeling red box in there will now be a Wall Man lashing out at you in 207 
Mr. Sunderland's wing room (Fig 41) Meanwhile the old ghosts of Cynthia and friends will have 
! k contains the p part gone — if they were ever there at al 


of the Conjurer's mother's flesh you've 
read about previoushy in the “Crimson 
WN: Pace 145 ROOS 
precious veasure and go back to 302 You have to go alone 
though, because Eeen seems to have gone ahead already 


vou dont have a free slot left in your inventory for 
Sunderland's weird souvenir, you should use something on 
the spot, which you can do without, such as a Nutrition Drink 
Otherwise, you'll have to go back to 302, get into Sunderland's 
Iwing room, then traipse back to 302 again 


On leaving the superintendent’s home you'll witness the 

hallways of South Ashfield Heights being invaded by hordes 
1 of new monsters. Yat more fiends of the Ooublehead variety 

vou’ find them in front of 205/206 and 301/302. What is more, 


{0 


T ' 


| Pa Apartment, IF 


F E Eileen has dropped the sketehbook 
Ï im j on the floor of the superintandebt's 
À Ed apartment. The picture has châänged in 


EH MT the meantime. This does not bode well. 


wil Room 3502 


Once you've made it beck to 302, 
t's time to prepare for the final 
showdown. You should save yóur 
game now. You don'thave to heal 
yourself since your life energy will 
be completely replenished in a 
short while anyway. Collect all the equipment you'll need 
and whatever happens do not forget the Umbilical Card: 
You won't be needing any Saint Medallions, Holy Candles, 
or weapons for Eileen, however. (It could actually work 
to your advantage if you leave some empty slots in the 
inventory. Read more about this on the next page.) Yol 
find more information about the best possible equipment 
and strategies for the final fight on the different difficulty 
levels on page 129 


When you're equipped accordingly and feel ready, climb 
through the hole in the wall ta the “back room”. The body 
you've only so recently found there has now disappeared 
without a trace. But thankfully that doesn't mean you'll have 
to search the whole building for Eileen again. 


Take a closer look at the round impression in the floor in 
front of the open refrigerator (Fig.12). Inspect the black 
liquid. You can then climb down into the hole. Henry will 

“find himself standing in a strange, red place. Jump into the 
gigantic black hale in the ground 


The Finale 


After the cut scene the Man with the Coat will approach 
from the right. This time he's armed with a pistol and a steel 
pipe. (Of course you've already known the true identity of 
this Man for some time, but to avoid your stumbling across 
this intriguing little piece of information unintentionally and 
spoiling the suspense of the game, we'll stick to the original 
‘Man with the Coat’ epithet.) You will already have seen a 
giant creature in the cut scene. It's now on your left side. Run 
towards it, past the stone plates with the red “bodies” with 
the weird spears. Yau can't do anything there for now 


Stand directly in front of the giant creature and use the 
Umbihca! Cord (Fig.13). You've fulfilled the first command of 
the “Crimson Tome” and can start pulling the spears out of 
the “tombstones”. Four are on your right side, and four more 
are on your left side. Run and pull a Spear of the Holy Mother 
out of one of them (Fig.14). Now go back and stand right 

in front of the giant creature and use the Spear of the Holy 
Mother. Then do this with all eight spears. You could save 
yourself a lot of time and effort if you'd maintain four empty 
slots in your inventory. This would enable you to collect all 
the spears on one side and stick them into the giant monster. 


Go back to Room 302 =take the same route back. Ifyou still have 
some free.slots in your inventory, you should fill it mainly with 
useful stuff. Go and wisitnurse Rachael in 106, because you'll 
find a very practical Ampoule there, among other things. 


Yau shoulde fallow yourself to be distracted by 
te Man with the Coat during this apisode- apart 
Wam side stepping his attaeks. Your attacks on him 
Pill be innefective at this point Your opponent will 
collapse once you ve pushed in the eight spears 
When he gefs up after this atteek; he will lose his 
Baek shadow and you wilkbe able to harm him 
Concantrate on the Maen with the Coat from this 
point 


Whan vaure standing at some distance fram the 
Man, he IWlift hispistol stowiwand shoot (Fig.15) 
He Honlvfire one ballet afs time. Hf vou run past 
hem velle he's aiming, he Wofftshôot. He'll use the 
gatterng weapon instead, Wilh Which he can deal 
weg differenttypes of blows. Ons ís shoft and fast 
Fat tha other, he'Ibifghis arm Very slowly and stri 
Ks wide circular motion. Evenif you're standing te 
msside, he'll be able to Mit you with this move. He'l 
unteash his most annoying SIESEK when you stand 
Rog tlose to him: a swieling attick, which throws 
Meprytotheground (Fig. 18}. Your agile opponent 
Ben cOverdistances in a short sprint. He might also 
gse some kind of teleportation. 


1voure Using firearms, your opponent will start 
standering after being hit three times in a row (if vou 
get hit, vou'll have to start allover again), and he'll 
stop whatever attack he's using at that moment 
Pvau time it justright, vou can cause serious 
damage. The only problem with this tactic is that 
ine revol/eris slow, and the pistol doosn't do much 
damage. All in all vou'tlevantually have to rosort to 
using abattering weapon (Fig. 17). The plain truth 

ts that you'll never haveenough ammunition with 
vauto win this battle on the difficulty levels Norma! 
and Hard (read more about this in the Sacrots 
chapter) The golf clubs offer a good 
combination of speedand strangth, although they 
tend to break after ten hits. Sa you should bring 
plenty of these … If you re using the Aluminium Bat 
tor exampis, vou ll have to get close to the opponent 
and continuoùsty watch out for the dangerous 
swirling attack. The best thing is to provoke the Man 
to attack with abattering weapon, side step, hit him 
gutekiy three times and then side Step again. If vou 
kan control Henry:s side stepping moves, and can 
get the timing spot on, this will be very effective. Be 
Sûre to attack agygressivelyat first —and make sure 
Mat yau have plenty of health items with you too 


Yau've probably been asking yourself what 
happened to Eileen (Fig. 18)? Her relentiess walk 
to the bloody noot tss countdown for vou. If 

yau can winthe battle against the Man with the 
Cast before Eileen takes her dive, you'll see a 

more positive ending. The spoed of Eilean's walk 
towards her doom depends an her general condition 
Not | find alt the details under the topic Ending 

in the Secrets chapter. There you'll also find al 
intormation onyourräting at the end of the credits 
vou ve faithfulty followed the advice of this 
Walkthrough and Eileen is still in good health at the 
and of the game, you may even get two different 


Bndings on your last save data 


16 


Room 302 


Subway 


Forest 
Water Prison 
Building 
Apartment 
Room 302 


Hospital 


nee 


„mn 
PVT 


enn en en 
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fs and Items 
On the following Pages we'll introduce att the 


items relating to the different Categories, Weapons, 


&uments 
Oquipment, Îtems, keys (and similar obigcts) and 
documents, If you 


particular, 


enjoy the game in much greater depth. 


Atthe start of the game Henry Townshend has only-an old 
Steel Pipe and a Wine Bottle to protect himself with, but during 
the course of the game Ris makeshift armoury wilt grow into, 
something rather more impressive. Fortunately alongside such 
quaint items as a Paper-Cutting Knife and various pieces of 
golfing equipment you will also get your hands on some decent 
firepower. Keep in mind that ammunition is limited, however. You 
will find information and advice on which weapon is best to use 
in which situation in the How to Play Chapter on page 17. The 
following list sorts the items in the order in which they appear 
in the inventory, so that you don't have to search for any longer 
than necessary. The golf clubs are treated as a special case, 
because they will eventually break and be rendered useless 


Á steel pipe, not very powerful. Attacks 
can be charged quickly 


Stoel Pipe Room 302, bathroom 


Stationery tem which can be usad as. 
7, weapon, Fast, but too lightweight to cause 
much damage 


Paper-Cutting Knife # Hospital World, 1F, Office 


Building World, 85, Sporting 
Goods Shop 


Page | Page! A powerful bat which should normally be 
60 f 56 | used strictfy for baseball 


Aluminium Bat 


Page | Page! Attacks can'tbe charged, breaks efter 


Wine Battle Room 302, refrigerator 32 30! ten hits 
eneen | mmm á 
Page {_ The broken bottle is more effective than 
Broken Wino Bottle $ - 17 é | the intact version 
| | 
TT 
Spade Building World, B8 Zi Een Powerful, but slow and unwieldy to use 


p | Page | Page An axe with a short handle. Swing it wâth 
Hesty Ans Eng Dd; BEN, DMSA, 62 5B | one hend to leave a lasting impression 
| 


| 
Apartment Warld, 2F, Apartment !Page | Page 


Bug Spray 203 68 ga | insecticide, vory useful against moths \ 
Î 8 Ee. 
EEE nn mn 
Î 
re _ _ — — — — — and _ 


aad td le a 


Forest World-2°* time 
norihwestern area 


A very effective, but also very slow 
waapon 


Da Llose combat weapon with a garalysing E 
mpact Can have a permanent effect on 
some opponents 


ue Page | Weak handgun. The capacity of the 


en AND Hue pe 
Raom 302, Living Ro 37 u | magazine depends on the difficulty level 


| 
EN 


Apartment World, 2f Page 


age | Krearm with more firepower 
Apartment 207 |6B 


64 | One magazine only holds six bullets 
Í 


Goli clubs ham ee 


Driver 


Building World-2"* time, B5, 
Sporting Goods Shop 


3-Waod 


Golf clubs break after ten hits and 
can then no longer be used, but they 
remain in the inventory. If you use 
and break the S-Iron, for example, 
you'll find it subsequently listed in 
pour inventory as Broken 9-lron. 


Hospital Warid, 2F 


Building Worid, B5, 
Sporting Goods Shop 


Golf clubs 


ICOE 1 


n with a good range 


Water Prison World-2 um 
4 


ecuve battering weapon 
Surveillance Room 


©) Submachine Gun See Secrets Chapter 


(t6 


ze 


Nutrition Drinks and Pistol Bullets may be plentiful, 
but you can still never have enough of them. If only 
you had more space in your inventory You should 
always make sure that you have a free slot for rare 
items, Such as ammunrton for the revolver, and Saint 
Medalions. If you want to know more about using 
these supplies, you'll find all you need to know in the 
How to Play Chapter on pages 18 and 21 


€ 


Ammunition for the 
Pistol Bullets \ 
Pistol 


location ol the 


{ive Swords Od Qbedience 


Special bullets to use 


Silver Bullets bgainst Victims OCATIOE | KE 


A Sword of EEN | Page ' Page 
Revolver Bullets rendre ble Obedience ian ande Zi 6û 

Richard's Revolver { | Í 

ie 
NE 

Special candles to Sword of | Buildino World. Be Page | Pa 
Holy Candie counteract ghost Nl Obedience paarde Aan É JE 

hauntings | 


ed | 
, 1 Page | Pa 
Sword of Used for staking and ; eer Subway World-2* time, B mi 
Obedience restraining Victims or 


Sword of Watar Prison Worid-2 Page | Page 


Protect inst 
Saint Medallion Volacts egainst gnoe Obedience 


haunungs end Victims 


Sword of 
Nutrition Drink Shght healing power he Obedience 
mmm 
Completely restores hl 
Ampaule health, with added 


benaficial afterveffacts 
NN 4 


Portable p ' 
Medical Kit Medium healing power 


EN 
KEYS AND ITEMS | 


“Es locked!” You've certainly read that sentence before, 
havan't you? Time for another round of ‘hunt the key’ 
Aside from the more obvious locked doors, there are 
plenty of items with an important “key function” in this 
game. And there are also items which don't appear to be 
of any use whatsoever. Or are they? On the following lists 
you'll find all the keys and items, including where to find 
them and where to use them. Don't forget that in some 
cases you'll have to fulfil certain conditions or solve a 
puzzle beforehand to make said item appear ata location 
(You'll find more information on this topic in the column a 
Additionat Information.) C | 


Building World, B7, 
Pet Shop 


Building World, B5, {Page Page 


© 
Albert's 
Sports Key Sporting Goods Shop |_50 56 


Apartment World, Paco) Page 
opens alt apartments | Bd 
except 302 and 303 65 Wd 


Î 
| Apartment World, IF, ‘Page 4 Page 
Apartment 105 67 63 


©, 


Apartment Keys 


| Apartment World, _ | 
Page f Pagel Appears after reading p y Page, Page 
@) Doll Key Roam 302, Badroom p aF, door of ! 
59 65 | Red Diary Scrap (Cont Apartment 303 63 | 65 


ed 


\ 


El Page Page 
Building World, B3 60 | 56 


Page | Page Inthehandsofa 


Ghost's Key Building World, 83 60 56 © Victim 


| | <4 
| Location and place to 


Hospital ij k |Page | Page ‚ 
ital Worl Î Î 
@) Room K Haspitel World, 2F 72 | tach be gonerated by 


Hospital World, 2F 
(Eileen’s hospital 
room} 


Room 302, behind 
@) Key of Liberation _? the wal! (in the cost 


pocket) 


Page | Page! Only available after using 
106 105 ‚ Pickaxe of Hope 


Apartment World 

Apartment World, 3F, (Page | Page| Tapedtothe back of a Á 

Locker Key #106 Apartment 301 ss | 65 photo 1F, Entrance hall, 
letterboxes 


E 
D) Murder enge he Page ‘Page | Use the 18 Coin at the E Subway World-2° [pa e 
Scene Key Machine 8 719 _ 77 | Vending Machine time, Bi, Office 


Water Prison 
Generator Room 
Key 


LOCATIOE 


Forest World, 
southeastern aroa, 
at the tree root 


Forest World, Wish 
House entrance 


Page { Page 
46 | 42 


E- , 


EE 
Room 302, front Hidden in an Ai items 
door, after meeting Page | envelope with Hospital World, 1, ‘Page Page 
Eileen in Hospital | 74 the Red Diary elevator shaft 154 7 Secret 
World Ee: July 20 
inder 


Apartment Word, Pagel Page 
1£, Agertment 105 6! 


Taped to the 
65 _backofa photo 


Apartment World Page 
3F, Apartment 301 65 


Room 302, front 

door, after the first Page 
return from Subway 78 
World-2" time 


In an envelope 
with the Kid’ 
Letter 


Subway World-2"* 
time, B3, Toy Box in 
the subway train 


Nater Prison World | Page 
82 52 


Water Prison World. 
2" time, B2, 
Generator Room 
door 


Available after 
Water Prison Page | Page) defeating the 
World-2** tme, B1 83 30 ‘ ghastof 
DeSatvo 


LOCAT TOE 


Subway Woeld-2° 
time, B3, Vending 
Machine 


Roam 302, kitchen 


Building World-2” 
Ume, B15, Bar SA, 
pool tabie 


‘ Required for 
! opening the clock 


Building Worid-2** 
time, B12 


Forest World, 
southeastern area, | 
at the root | 


Forest World, in front 
of Wish House 


42 _ exchange for 
Chacolate Milk 


Building World-2"* 
time, B15, Sporting 
Goods Shop 


Requiredtor 
opening the clock 
doorin88 


Building Worid-2* 
time, B3, birthday 
cake 


Raquired after 
using the Suecu- 
bus Talisman 


Building World, 84 t Page | Page | 
Entrance of Apart- | 2 | 
ment 207 


Room 302, storage 
room 


@) Crested Medallion 


OF 
51) Dolf's Head 

G) oolrs Left Arm 
G) Dolrs Lott Leg 
) Dols Right Arm 


&) oours Right Leg 


65) Finehy Coin 


© Lynch Street Line 
Coin 


©) Nurse Uniform 


ID) Pickaxe of Hope 


LOCATIOK DECAILS|ADDITIOEAE 
Vc (IEPOPMAZIOF 
let, Nig i 


Room 302, refrigerator 2 | 


Forest World, Wish 
House, in the room 
below the doll in 

the wheelchair 


Forest World-2* time, 
northwestern area neêr 
Toluca Lake 


Subway World-2** time, 
81, in front of the Office 
of the King Street Line 


Subway World, B1, 
turnstiles 


Forest World-2* nme, 
southwestern area, in 85 
the well 


Forest Warid-2* 
Ome, Wish House, 
wheelchair 


Forest Worid-2"* time, 
northeastern area, in | 57 
the well 


Forest World-2"* 
time, Wish House, Paget Pe Page & 
wheelchair É 


Forest World-2* time, Forest World-2* 


southeastern araa, in Den zee time, Wish House, 67 
the well wheelchair 
| 

Forest World-2* time, Forest World-2* 
northeastern area, in oen hege time, Wish House, 
the well wheelchair 

Tml 
Forest World-2* úme p Forest Worid-2* 
nonhwestern area, 1 ei en me, Wish House, 


the well wheelchair 


Raom 302, kitchon 
sink, clean It with 
water 


Subweay World-2° time, | Page | Page 
B3, in the toy box 79 7 


Page) Page 


Becomes 8 Coin | 75 


| | 

| 

| | 
Subway Worid, Bi, | Page Page 
turnstile of Lynch 39 and 33 and 
Street Line ” | 7% 


Subway World, B1, Page, Page: Appears after Cynthia's phone 
women’s toilets 39 3  eallin Room 302 


Pp ‚ S erg 
see Secrets chapte kay see Secrets 

es chapter 

— nnn 
Room 302 of the Past, Page Page Appears after the event in Room 302, wallin ‘Page | Page 
haliway 106 © 105 Room 302 of the pest the hallway 106 | 105 


Tue Mar 
| p 
Water Prison …… ú Transforms into Notes 
Prisoner's Shirt Worid-2* time, B1 hen ne from the Bloody Room 302, bathtub Pane be 


Prisoners Shirt 


| (Death chamber) 
Î 


Î | 


… 
ĳ — nm S= 
| den ‚ mn 


| 
| 
Apartment World, {Page Page | Transforms into Red aem Page | 


3F, hallway, push 
3F, Apartment 301 66 64 | Diary — May 14 under door of 202 


j 


j « Wort Pace … Î Tr aat Apartment World, 
Red Paper Apartment World, Page) Page | Transtorms into Rad Pace (Page 


y 3F, halfway. push 
Wi Aperbnent 105 | 6 | 83 /Diery-May2e under door of 302 Ì 


Red Paper 


mn 
You get it after 
Apartment World, Page] Page, … See Secrets Page 
Shabby Doll talking to the Man 5 
IF, staircase 67 64 with the Coat chapter 13 


“Skinned Mike” f Apartment World,  Pagef Page aided ren Room 302, Living __ {Page 
Cassette E 2, Apartment205 68 | 64 peop VOOr NOM room 65 


ee 


& Room 302, Storage «Page (Page 
ë room 70 70 


Required after 
Fage, Page using the Succubus 
42 

Talisman 


£ Forest World, 
Source Placard E Wish House | 4 


Spear of the Holy | Page 
Mother 


ed 


M Building World-2* | 


Building World-2' | Page [Page | Required to open the Page Page 
Stufted Cat time, B3 | 100 | 95 clock door in B8 pred 87, Pet Shop, 100 j 96 
| 
Room 302 
Succubus Talis- # front door, after Page ‘Page wam ge zeg Page |Page 
man funeshang 70 70 sah fe 70 { 7 
Apartment Wortd : 
- mmm Emm mmm neem 


Subway World Requred after 


veer Bi, Office of King der en uang the Succubus goe ne megen ne ln 
ae Street Line Talisman : 
mmm 
Apartment World, |Page | Page | Transforms into Red Aperment World, Page ‘Page 


Torn Red Paper 3E, hallway, push 


under door of 302 en “ 


IF, Aaartment 105 67 | 63 | Diary Scrap 


EE Sn nme 


Apartment World, Apartment World, 


IF, Apartment 102, ‚Page Page …Transtorms into Red > Page Page 
Torn Red Papor 3F, halfway, push 
ed refrige- | 68 | 63 ‚DiaryScraplCont} À under door of 302 " ed 


NN gg nnn 


| 
DETAILS JADDITIOEAL 
IEFORMATION 


Apartment World, 3F, 
halfway, push under 
door of 302 


Transforms into Mike's 
Love Letter 


Apartment World, 2f, Page 
Apartment 203 68 


| Page | Page 
80 { 7% 


Subway Worid-2° Page | Page 
time, Bi, Office 80 76 


Subway World-2°* 


Train Handle time, B4, King St Line 


Apartment World-2 Page 
time, IF, Apartment 105 « 109 


Page! It's in the superintendents.” 


©) Umbilical Cord 103 « red box 


Building World-2* 
time, Sporting Goods ‚Page! Page 
Shop, basket with WO 95 
 valleyballs 


Building World-2°* 
time, B12 


Page Required to open the 
96 , clock door inB8 


63) Volleyball 


Water Prison World, Page | page Required after using the 
B1 55 50 f Succubus Talisman 


Watchfuiness 
Placard 


If you've been following the Walkthrough word for 
word, your scrapbook shoutd include all 52 entries 

by the end of the game. If you've missed oüt on a 

document, you'll find information about the document’s 

name and where it can be found in the lists below. 

Somê documents are essential for finishing the game 

—you'll haveto read them to make certain items appear, 

for example. Other documents contain important 

information to help you selve puzzles, whereas Î 
others will simply reveal more details about the eerie | 
occurfences in South Ashfield Heights. Most of the 
documents-are pages from a diary, which an inittally 
unknown author is secretly leaking to Henry. 


(22 


=| 
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es 


OON 


ik | 
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d 


©) 
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# 


® 


Ko, 


® 


® 


| vocunents, En 
THE ROOM 


Fail LOCATION DETAILS) Einto 
% Tent Mac 5 
How to 
First Letter Room 302, front door eg ele ad 


Room 302, Living room, next to 


Book Scrap he shelf 


Forest World, northeastern area, 


Advice by Joseph Schreiber concerning tha j 
in the car L 


Jasper's Memo Pad key puzzle in the Forest 


Holy Scripture Scrap Forest World, Wish House 


Exploration Memo Water Prison Worid, 1F, hallway 


| En en tie 
Water Prison World, 1F, DOE Page der Hints on getting into the surveillance ro 


Guard's Diary 


Waterwheel Room Plate 


Message Water Prison World, B2 


ie Page! | Another hint concerning the impo 
52 | 48 | inthe Water Prison 


Water Prison World, 1F, | Een Î Page Hint on how to rotate the floors in thé 
Î 


Prison Diary  E Water Prison World, 3F, cell 


1F Surveillance Room 


Report surveillance room | | Prison 


2F Surveillance Room 
Report 


Water Prison World, 2F, 
surveillance room 


Secret numbers for the door in the Water — 
Prison kitchen 


Water Prison World, 36, 
surveillance room 


Secret Number Memo 


Room 302, front door, after 
returning from the Sports Shop in 
Building World 


Superintendent's Memo page page Unreadable 


Pagel Page Tuts vou stere ind eneen 
Ee rd the door in the bar (part of the phane number 
Bambanshendei se 


Bartenders Memo Building World, B15, Bar S.A. 


Page! Page) Tells you the name of the man who lived in 


Mike's Diary 64 | 302 before you, leads you to Apartment 207 


d Information about young Walter's back- 
Superintendent's Diary _ _#Apartment World, 1F, E Page Page Trel ground and also aboùt whats in the rad box 


(Umbilical Cord) ip Apartment 105 67 | in Apartment 105 


Page | Page | Proves who was wearing the blood stained 
68 64 | shirt in which you found the piece of paper 


p ERoom 302, front door, after using 
Mike's Love Letter Ethe Torn Red Paper from 203 


Page | Page | Educated guess that you can find the key to 


Nurse's Memo & Hospital World, 1F, Reception 72 | 71 _HEileen's hospital room on floor 2F 


Room 302, front door, upon first 
Kid's Letter returning from Subway World- 
of 2 time 


Page |Page 
B | 7 Envelope with the Toy Key 


Forest World-2 time, close to 


Jaspers Burned Memo Wish House 
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first return trom Forest World-2 
time 
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Room 302, front door, after having [Page 


Red Diary 


July 20 
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Assumption: Walter Sulirvan is alive. Hels 
the man in the cloak who put something in 
Room 302 


Page 
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Wish House 


The Finale 


Ending Sequences 


Special Features 


The Horror of 307 
“” p: vz 


Walter's Showdow 


You'll fight against Walter Sulltvan (formarky known as the 

Man with the Coat} in the grand finale. The monstrasity at the 
edge of the arena is surprisingfy not Walters mother, but the 
final ncarnation of the mass murderer -”Big Walter”. You can 
find out more at the end of the chapter about Walters hideous 
metamorphosis (also see “Would You Have Guessed?” on pages 


147-149 


The strategy to adopt for this fight depends on the difficulty level 
and whether or not you want to unlock a specific ending. H you “e 
want Eileen 


slots clear in your inventory. After using the Umbilical Cord you 


to survrve at all costs, make sure that vou Keen Inte 


should have four free slots. Starting from either side of Big Walter 
run around and collect al! of the spears on that side. Return to the 
middle and stick each spear in turn into Walter. Repeat, using the 
speers on his other side. You! find more information on this topic 
on page 110, By the way, be extra careful when using the spears 
After collecting the second sat of spears, the highlight icon in the 
inventory will remain on a health item rather than a spear. This 
conjures up the unfortunate prospect of squaring up to Big Walter 
and pushing the Use Button enthusiastically — only to watch Henty 
drink one of the precious Ampoules instead of using a spear, It 
might seem like a small point, but your chances of success will be 
greatly reduced sf you waste too many precious health tems 


Provided that Eileen’s condition is not beyond help, you should 
have enough time to finish Walter off before she is fully 
submerged in the red hquid (Fig. 1), If you're playing the game on 
Hard difficulty setting, concentrate your attention fulty on Henry 
and Walter. When you play the game for the first tme, keeping 
Henry alive long enough to mount a sustained attack on Walter 
will be your top priority, You should therefore have as many health 

Mitems and weapons as possible in vour inventory, and only carry 
one spear af a time when facing Big Walter rather than picking up 
all of the spears in one go 


" 
KN 
| dà - 
| ij 
| } 
' 
| e Ontyurineratie otter you ve used te Umtsical Cord and he 
| Pan eight Spears of he Holy Mothe ij 
e Feenrmes will only cause 1/1 the ueusl damage an Easy. Oe Ì 
y Coume A Sdver Buter w 
£ Î 
her ne's completely knocked aut. — | 
Î 1 hart salf-heelng pomers r 
), het 18 erged hit 25, whirl | 
Level Lili Stamina Ansck Speed 
: Easy 500 50 5.25 14 
ed Normal 700 100 5.25 1-4 
Un | Ì i i 
Herd 1200 1200 5-25 1d 


On Easy setting you should take the loaded 
Pistol, as well as four magazines, any health 
items and possibly a battering weapon such 
as the Baseball Bat. Normally one pistol bullet 
will intlict 19 damage points. In this battle 
however, it will only inflict half the usual amount 
of damage. You will therefore need 53 bullets 
to get the job done. It's likely that you'll miss 

a couple of shats in the heat of battle, so you 
may find yourself running out of bullets. This is 
why the batfering weapon comes in handy as 


a backup should you run out of ammo. Since 


Walter winces after three continuous hits, it's 
theoretically possible you to win the fight 
without your opponent e 


ineidan we ” 
incidentaity, Walter Ss w 


that any combination of 


effective, it's just a temporary react 


r 
prevents him attacking for a short time 


On Normal and Hard settings, firearms onl 
nihcta third of the usual amount of damage, so 
it makes little sense to attack from a distance 
fou can also forget about using the Stun Gun 
as it has absolutely no effect on Walter. Better 
to bludgeon Walter to oblivian with a battering 
weapon. But which one is the most effective? 
On page 17 of the How to Play chapter, you 
can read about the powerful charged attack 
of the Pickaxe of Despair (Fig. 2). In theory, it 
takes just a few on-target whacks from this 
mighty cleaver to thwart Walter's bloody ritual 
In practice, that's easier said than done, as 
the axe's lengthy charge-up time leaves you 
vulnerable to Walters countering blows 


Surprisingly enough, it's the golf clubs that 
prove to be your best bet (Fig. 3). They have a 
comparatively low charging time and relatively 
powerful strike. If you only use charged attacks 
you can get by with just one golf club on Easy 
On Normal you'll need two clubs, and on Hard 
you'll need three. This should leave you enough 


space in the inventory for health 


tems and an 
unbreakable battering weapon. If possible, try 
to charge the sttack from a distance, keeping 


ange. Once f 


spping or jumping backwards par 
ts a good strategy to stand behind Walter, then run around him and hit him 


hard trom behind 

you saved your game before the final fight, you can load the save again to 
seo another end sequence, You will have the opportunity ta watch both the 
varsion in which Eileen dies and the one in which she survives, presuming 
that you managed to defeat Walter. Read more about this on page 131 
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Did you notice? 


Would you 


Game Result 
EE 7 8 After the finaberedits ralkfeaturingthe names of everybody 
involved in makingthe gamBpyau ‘It se the final eväluatión of 

Vvour gameplay skills. Mfyou save the geme.afterwards, you will 
„get gevers extrasthenekt Îme you play. 


You wilt raceive points för each aspact of your gameplay 

perfotmanee, If you've achieved.h&zop sore in-a category, 

the line wilhbe Shown. green. The total of alrpoïts earned 
e: determinës your Rankewhich will be represented as stars. 


a! max. 2Ù Pois 


zn ij ì 
zen 5 Poh 
‚Normal {0 Pots 
‚Hard 2 Points 

MEREN A ne ED Ne _— Af " 


As max. <20 Paints 
IFyda granage ta Bfinish the vi game wien two > Nobee: 
vou'lget 20 points. If you take longer, bae point will be 
subtracted foreverythirty minutes extra that you take to 
finish the game. So,for à time of 2 hours 1 mifute you'll 
get19 points, and far 2hours.31 minutes you'll get 18 
points, and so Of 


eene ge 


Saves: max. 12 Points 


You'll be awarded maximum pointsyif you managëto | 
play through the entire game without saving once | 
Quite a feat! Eachrtime yóusave your game, a point will_/ 
be subtracted. If you save twelve.times or môra, your 
final score will be zero in this Category. 


» 


Continues:Mmax. 10 Points 


You'll receive the maximum ten points if you never usé 

a Continue. Every time you use this option, a point will 

be subtracted. So if you've used Continue ten times you'll 
be awarded zero points in this category. 


Enemies Defeated: max. 20 Points 


Defeating six opponents earns 1 point. After defeating 120 
opponents the maximum of 20 points will be reached. It 
doesn't matter if you kill more. All monsters are included 
in this total, including Tentacles and Tremers 


Memo Items Found: max. 20 Points 


There are 52 Memo Items in total to callect. You'll get one 
paint for every five percent of all documents collected 
(every 2.6 documents). This means, for example, that you'll 
get one point at three, four or five Memo Items, and two 
points at six or seven Memo Items, and so on. 


(50 


— bn 


eg 


Ending: no points 
Indicates which one of the four ending sequences you've 
justseen: Escape, Mother, Eileen’'s Death or 21 
Sacraments. No points are awarded for any of them, 
Discoverthe secrets of the endings on page 132. 3 


Rank 


The maximum total that you can achieve is 100 points. The 
points will be displayed as two rows of stars. The larger 
stars in the first row represent the decimal place, the smaller 
stars represent the unit. For example, four large stars and 
eight small ones add up to 48 points. If you have just one row 
of stars, then you probably have large stars only. So you'll 
presumably have an even number such as 90, 80, 70. It's 
virwally impossible to get less than 10 points, as you start off 
with five points on Easy and there are several documents you 
can'tavoid picking up. Also, there are several opponents, such 
as Tentacles, that you must kill in order to proceed further in 
the game. 


In theory, you could actually earn 102 points, but this will still 
be rounded down to ten large stars. So you don't have to 
achieve total perfection to geta perfect score! 


The bestway to get a perfect score is to do the following: 
Play on Hard, collect all the documents, and kill at least 120 


opponents. Even if you can't do all that within two hours, or 


saving-atlëast once, you Il still be awarded ten big stars. Don't 
waste time collecting unnecessary items. None ofthe items 
that you collect in the game will influence the ranking, apart 
from the Memo Items. 


Generally speaking, the Rank that you achieve has little 
meaning other than being an interesting indication of your 
gaming prowess. But if you manage to score 90 points or more, 
you'll unlock some cool rewards in your next game. Read more 
about these Special Features on page 133. 


Ee | 
ENDING 
SEQUENCES 


How to 
Determine the Ending 


performance during 
p tactors for achieving a specific ending: the condition of 
Room 302 and the fate of Eileen 


Factor 1: Room 302 

You'll encounter numerous occult phenomena in Room 302 
in the second half of the game (Fig. 1). There is a list of all 
the events under the topic “The Horror of 302” (see page 
136), You can choose to ignore these hauntings, or you 
can exorcise the ghosts and spirits with the help of Holy 


ave exorcised more than 80% of the phenomena 
that ha your home, you'll see the ending “Escape” 
r "Eileen's Death” 


* If you have failed to exorcise more than 20% of the 
hauntings, you'll see the ending “Mother” or 
“21 Sacraments” 


oesn't matter how mary occult phenomena have 


srcentage. For 


e in Re 
the Holy Candles spanngiy 


Factor 2: Eileen 

With Factor 1 you have made your first selection. Now 
there ara two possible endings left to unlock in your 
current game. Which of the two you'll see depends 


on Eileen surviving the final fight with Walter. f Eileen 
ar y Eileen's Death 

| Sacram she U e “Escape” o 
“AhAne 


The big question is: how quickly can you defeat Walter? 
The selected difficulty level is very important here, 
because on Hard, Walter has more than twice as many 
hit points as on Easy. This makes him very resilient 
Eileen's ovarall condition is important as well. If she's 


À 
É 


in really bad she she'll be in a hurry to drown herself É 
in the pool of blood. If she feels fine, shell take much 
longer to re 2 Y U find all of the End Exorcised Hauntings 

{ natinr r nder the topic Fileen's - 
- 7 80 % and More Less than 80% 
C ac 8 

Eileen Surnver Escape Mater 

Yo in see at a glance in the table on the right which == 
conditions will generate which specific ending Eileen Dies Edmen's Death 2 Sacraments 


Ed 


Spoiler alert! 


In the following paragraphs you'll find a s ) 
the ditterentendings (Bat you can unlock. If you're intehding 
to play the game egdin and eventually unlock alt of the fina! 
scHnat0s, you might prefer not to hbve them ravealed too 
soon, In that case, turn the page! 


/ = | 
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Ending: 21 Sacraments | Ending: hiother } 
nditions Conditions 


Ce 
« You've exorcised less then 80 f the hauntings » Tou have exorcised less than 80% of the hauntings in 

Room 302 Room 302 Î 
* Eileen didn't survive the final fight ® Eileen has surwived the final fight 


Bad ending: Room 302 is infested with apparitions. Young and 
old Walter are in the living room. The radio is turned on, you 
hear the news that Henry Townshend has been found dead 
in his apartment. The list of 21 victims is complete. The 21 
Sacraments are consummated 


Average ending: Henry visits Eileen at the hospital. She says 

Well, | guess Fl can go back to South Ashfield Heights now...” 
But the last scene shows you that horror still teigns supreme Î 
in Room 302 | 


en 


nn me EE 


Ending : 


Eileen's Death prise: Sape Escape 
| 


Conditions Conditions 4 
* You have exorcised more than 80% of the occult * You've exorcised more than 80% of the hauntings in 
phenomena in Room 302 Room 302 
® Eileen didn't survive the final fight * Eileen has survived the final fight 
Moderate ending: Henry wakes up alone in his bed. The } Happy ending: Henry leaves South Ashfield Heights (Fig. 3) and 
kondition of the apartment seems to be back to normal, You'll, # visits his neighbour Eileen at the hospital. She says:” Guess 11l have 
hear the news on the radio that Eileen Galvin has died in to find & new place to live, huh?” Finally the nightmare is over 
hospital as a result of her injuries. Henry saqs to the floor in the 
ving room and calls out her name one me 


“Eeen” ì Î 


A mmm nn 


== SPECIAL FEATURES, 


A Brand=new Pear 


When you save your game after the credits and 
evaluation, the final save data will be called “A Brand- 
new Fear”. This save game provides access to all of the 
special features you'll find described in this paragraph. 
Load the save data from the main menu to start the game 
for the second time. You'll have to choose between the 
difficulty levels (Easy, Normal and Hard) as usual, but 
there are some differences to the usual New Game, for 
example new weapons. 


k Es IN Te 


„dd 
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When vou save a Brand-new Fear game, you'll see the 
name displayed in yellow in the menu. In the info box 
under the list, you'll find not only the number of saves 
and the selected difficulty level, but also which endings 
you've already seen. If you managed to finish the last 
game with at least 90 points, the name of the ending will 
be displayed in red, It will be highlighted in yellow if you 
finished the game with 100 points. 


e 


Charging Time Charged Attack 


« Bonùs weapon for Henry 
* Where ta find it: Forest World 
* Condition: A Brand-new Fear 


A “brand new fear” also brings with ita brand new 
weapon. But unfortunately the technical specs of the 
Chainsaw are not as spectacular as one might think from 
looking at all those sharp metal teeth. You can find it on the 
ground next to Jaspers car when you're playing the game 
for the second time (Fig. 1}. The lumberjacks’ tool can deal 
several hits per attack. Its strength goes up to 12.5 damage 
points per second and a charged attack will increase the 
amount of damage inflicted by as much as 40.5 points per 
second 


* Unlimited ammunition 
« Strongest weapon in the game 

e Where to find: Apartment World, Raam 102 

* Condition: A Brand-new Fear with Rank 90-100 Points 


The Submachine Gun is a weapon for Eileen that's well 

worth the wait. It can kill enemies in the twinkling of an eve, 
but power comes at a price. You must have reached a Rank 
of at least 90 points in your last game to get this hittle beauty. 


If you fulfil these conditions, yau can pick up the Submachine 
Gun in Apartment World —long before you meet Eileen in the 
Hospital. Look for it on the counter in front of the refrigerator 
with the Torn Red Paper (Fig. 2}. If you're short of space, you 
can leave the weapon there and collect it later on with Eileen 
But it makes more sense to take it right away as Eileen will 
then have plenty of opportunity to use it 


Incidentalty, the weapon will have a serious effect on 
Eileen's curse level (also see page 138). If you take the 
weapon and meet Walter Sullivan for the first time at the 
exit of Subway World, Eileen's condition will deteriorate 
considerably. A disturbing development if you're aiming for 
the Mother or Escape endings. 


e Bonus weapon for Eileen 4& 
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Did you notice? 
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Nurse Uniform 


Cynthia s 


« Costume for Eileen 
« Where to find it: Apartment 


Outfit 


World, Room 303 « Costume for Cynthia 
« Condition: A Brand-new Fear __« Where to find it: Subway World 

with the Ending Escape or * Condition: A Brand-new Fear with all four endings 

Mother and the Nurse-Mode 
If Eileen survived the lastgame, and you've started A Brand- Cynthia has an additional raunchy outfit in her closet. If 
new Fear, the Nurse Uniform will be yours for the taking. You you-want to see her land her tattoo} in her party frock you 
ean find it on the armehair in Eileen’s Room 303 (Fia. 3} in the must have a save game with all four game Endings. Start 
Apartment World {2nd time). Although you can't actually use another Brand-new game in the Nurse made and Cynthia 
the Nurse Uniform, taking it will allow you to unlock another will be wearing her new outfit for your short encounter in the 
new game mode. subway (Fig. 5Ì 


Cn 
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Nurse Mode 
* New game mode 


e Condition: A Brand-new Fear with the Nurse Uniform and 
Ending Escapeor Mother 


You must have the Nurse Uniform mm your inventory in your final fight 
with Walter. Additionally, you must ensure that Eileen survives the 
fight. Load the A Brand-new Fear save game. After you've selected 
the difficulty level an addeional option will appear: Eileen Costume. 
You can choose between Nurse and Normal (Fig. 4), If you select 
Nurse, from Hospital World onwards shell appear wearing the 
skimpy white outfit 


World. 


Eileen Go 
Nermal 


Nurse 
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One Weapon hiode 


« New game mode 
e Condition: A Brand-new Fear with Rank 100 Points 


ff you successfully achieve a Rank of 100 points, you can 
unlock One Weapon Mode. Start by loading the save game 
A Brand-new Fear. You'll see an arrow pointing to the 


right when you're about to select the defficuity level Press 


right to make another selection. Easy, Normal and Hard 


are also available, but these difficulty levels aro displayed 


node There's 


£ Steel Pioe in the 


e. Instead, vou w 
n the sulrwa 

PN ln £ n 

pe, Wine Battle 


lusty Axe, Bug Spray 
Richard's Revolver, Paper-cutting Knife, Pickaxe of Despar 
and Chainsaw (Fig. 6). Choose well, because this will be 
your only chance to choose a weapon in he game There 


an @XCE 


ts, NOWEVEer aption to the one weapdn rule: you will 


usual places 


still find the Pistol, the Torch and all of the golf clubs in their 


Special ode 


« Newgame mode 
« Condition: One Weapon Mode played through 
(Difficulty: Hard) 


If you've unlocked the One Weapon Mode on Hard and 
finished it successfully, you'll be rewarded with yet another 
mode. Start A Brand-new Fear using the save game, and 
you'll find a third version ofthe game-difficulty selecton 

In contrast to the One Weapon Mode, you can obtain all 
tha eleven weapons in the subway. In addition, you can 
collect the golf clubs, Torch and Pistol in their usual place. 
he most notable aspect of this mode is that you Il have 
constant supply of Nutrition Drinks and Pistol Bullets mm 


n 3 pen stam Fr n wars e 
om 302 when you return from the other words 
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Did you notice? 


Would you 
hare guessed? 


Living Room 


Kitchen 

s shoes appear in front of the cooker 
ext to bloody footprints (Mg. 5) 

e blood spurts from the tap (Fig. 6) 

e mystenous lump of flesh appears 


in the refrigerator (Fig. 7 
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Bedroom: à 
e voice on the phone tells you: 

"I'm atways watching you...” (Fig. 8) 
« moaning shadow appears/in the closet (Fig. 9) 
* picture on the wall changes 


Living Room and Bedroom: 
e cracks appear in the wall (Fig. 10) 


Every room: 
* ghggt skithers out of the wall (Fig. 11) — 


How often you see these apparitions depends on Edeen’s condition. W's possible 
for several events to take place at the same tme. All emit a dark aura, (similar 

to that of a Victim), which gnaws away relentiesshy at Henny's hfe energy when 
he's in the mmediate vicinity. The phenomena have three different danger levels, 
ranging from relatively harmless to extremely dangerous 


Class 1: Windows, shoes, wall clock, telephone 
Class 2: Crack in the wall, dolls, television, refrigerator, wall closet 
Class 3: Ghost in wall, easy chair, peephole, tap, picture 


The hauntings first appear in the living room. Later on, the paranormal activity will The Finale 
spraad to the bedroom. This is a much more dangerous situation, because you 
Will land right in the middle of the sphere of inflivence of the wall closet, picture Ending Sequances 
and telephone hauntings whenever you return to room 302 If you're quick, you 

can usually escape to the living room — even if you arrive at your apartment with 
minimum life energy Special Features 


The dolls that haunt the wall above the box are an annoying hindrance when you 
want to store or collect items, but if you're extra careful vou should be able to ’ The Horror of 302 
reach the box without getting too close. Once the box is open, the apparition cant * 
harm you until you close it again. The wall ghost is equally dangerous as it can Eileen 
erawl out of every wall in room 302, When he appears it's time to exercise your 
inner exorcist and get rid of him quickly before he does too much damage 


Monster Secrets 


Exorcism Questions 
k Answers 
You can dispel the hauntings with the help of a Holy Candle. Just place one as 
close as possible to the phenomenon. Usually you can put it on the floor or on a 
chair (Fig. 12}. The closer the candle is to the occult event, the sooner it will work 


n 


Placed correctly, one candle should be enough to do the trick. If you want to get 


Did you notice? 


close to the source of the dark aura, without losing any hie energy, equip a Saint Would you 
Medallion to protect yourself. The first tme you equip a medalkon under these 
g ts getting weaker It must 


tve power of a Saint Medallion 


circumstances 


CIrC1 


be this med 


has ds hmits: after a vehwe st wall shatter 


The exorcising of the phenomena directiy affects the ending of the game (also 


soe page 131). Even if a haunting disappears all by itself, it will oniy count as a 
successful exorcism if you've used a Holy Candle or a Saint Medalkon. If you 
pear in several rooms at the same tme (hke the wall 
vl disappear completely. Most of the phenomena wont 
appear again after having been exorcised. Only the cracks in the wall, the dolls 
and the wall ghost have a tendency to reappear. The dolls (Fig. 13) won't appear if 
vou carry the Shabby Doll from Apartment World 


axorcise hauntings that ap 


ghost and the cracks) t 
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EILEEN 


1 a . 
Eileen s Curse 


Eileen is under the influence of some kind of curse. She's 
possessed by Walter, and the worse her condition gets, the 
more she loses her free will. You can tell this simply by looking 


st the colouriog of her skin. If Eileen’s condition is really bad 


erm ette n's condition 
e 


« You leave Esleen alone 


e You leave Eileen alone in a room with an opponent 


aster! 


(the obsession will nse signitican 
e Eileen is wounded by an opponent 
« Eileen drops to the ground after being attacked (Fig. 1) 
e Henry attacks Eileen when there are no opponents in the room 


Short-term effects on Eileen’s condition 

e Eileen drops to the floor 

e Eileen stands next to an enemy’s dark aura 
« Use of the Submachine Gun bonus weapon 


In some situations you will have no choice but to leave Eileen 
alone. The longer you leave her, the more her condrtion will 
deteriorate, Therefore t's never a good idea to leave her for too 
long. If she suffers too many ilt effects from your absence, you can 
always take positive steps to restore some of her sanity 


Positive changes: 

‚” The cyyse level goes down when Eileen is with Henry 
But vou'lbhave to keep activa for this to have any effect 
Its not enough for Henry ta stand naxt to Eilean while you 
go off and make a cup of tea. (This will only have a very 
small positive affect.) 

e (se an item with an Anti-Ghost Effect — preferably a Holy 
Candie (Fig. 2}. The Saint Medallion will reflect the occult 
aura, but this will only help Eileen if she herself activated 
the aura 


its possible to sooth Eileen's tormanted so 


a Holy Candle in front of Eileen, to instantly raise 
her spirits. You should also place a candie at Eileen’s feet 


whenever you have to leave her alone There are, however 


e Henry bumps into Eden (Mg. 3) 
e Henry hits Eileen while there are opponents 1n the room 


Even if Eileen is so distressed that she cries out at Henry's 
clumsiness, it won't have any overall effect on her well-being 


You'll see the physical effects of the curse for tha first time 
when Eileen and Henry encounter the grown-up Walter upon 
leaving Subway World (2nd time). But the curse level will have 
been calculated ever since Eileen met Henry in the hospital 
This means that her condition can change dramatically for the 
worse from this point onwards 


The Possession 


e evil effects of Eileen's condition will become 
increasingly apparent at the end of the game. Once 
you've banished the memories of Walter's father and 

returned to Eileen on the staircase (Fig. 4), she'il react 
to the sketchbook (see also Walkthrough, page 109) 
There are three different versions of Eileen’s reaction 
— depending on which curse level she has reached 


Level 1: 

M's terribie… That poor little boy His parents Just threw 

him away right after He was born. Poor thing... He really 
thinks that Room 302 is his mother. I've gotta.….'ve gorta 
help him. 


Level 2: 

Oh, my head hurts Th-That boy..he's coming ín. His pain 
lfeel it. Oh, it hurts That boy He really thinks that Room 
UZ is his mother. Oh, my head. Oh..oh God. !'ve got to help 
him 


Level 3: 

Daddy...” Where are you. ? Where did you go….? 
Mummy…? Mummy! Why.…? Why won't you wake up? 
H-Henry..? Ah, my head. Mummy... Henry... That boy... | 
have to help him 


Only a short time after that scene, while you're examining 
the Umbilical Cord in the superintendent’s apartment, 

will you be presented with one of another thraa possible 
phrases that Eileen might say (Fig. 5). However, this won't 
change the fact that she leaves Henry behind, 


Level 1: 

Henry? Are you okay? It's Walter... He's erying.…. Even 
finishing the 21 Sacraments.… It won't help that boy. !'m 
going back, Henry... To the room where he ís. We're the 
only ones The only ones that can stop him 


Level 2: 

Henry? Ars you okay? Walter... He's crying. Even 

the 21 Sacraments.… It won't help that boy 

!m going back Henry Townshend... To the room where 
Watter Sullivan is We The only ones 


who can stop him 


finishing 
re the only ongs 
Level 3 


. RA | > dla odard wars 
addy Mummy? Why did you 


'm so scared… It's dark, and !'m 


lm scared 
AA, sene 


eave me? 
so scared 
? Mummy... f 
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The curse level is à really important factor in the final 
fight The worse Eileen’s condition (the more she is 
under Wakt of passession), the faster she'll rush 
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t's not only Eileen’s skin colouring that alerts you to her 
Her speech gets increasingly bizarre as the 
sanity (Fig 


e leve 


rs 
urse starts to eat away at her 
* [mcold.… Help me It's him He's coming in 
* ['mscawed!! 
* Where's mommy?? 
e Daddy? Where's daddy??? 
* Mommy... Wake up… Let me in 
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* And God said, thou must return to the wellspring 
af sin 
« And God said 


separate from the flesh too, she who ís 
the Mother Rebo 


m and he who ís the final Receiver of 
Wisdom 
. s%_ ISDS 
. er MK oe 


Once Eileen starts spouting gobbledegook, it means that 
her condition is getting very serious. She will frequently 
stop and hit her injured arm. Aside from being downright 
disturbing behaviour, this mania also causes Eileen to 
emit a Victim-like harmful dark aura. Place a Holy Candle 
in front of her before she can do too much damage 


Eileen's lonologues 


nnn EN 


Apart from the indicators of Walters growing influence on 
re Eileen mentioned on page 139, she'll also start talking to herself 
from time to time. I's most likely to happen when you stop 
temporarily. Depending on where you are, she'll utter several 
sentences at random. 


Hospital World: 

Penis t isa nightmare..Ittan'tbe happening. 

Ee «Down? Mier oi that be…? 
ï y that h El wonder if he's okay... 


Thais 1e just horrible 


Walter’ s Diary 
te banken. SUE B 
je what Heltis like. E Back when young Walter Sullivan ved in the Wish house: he 


ate 
IR 


Oe es wrote an unusual diary. You'll find 16 different notes on stones 
NE eerd te or tree stumps in the Forest World (see pages 82 and 83), Henry 
gi Subway World: En En is unable to read them, but they make perfect sense to Eileen 
wonder if Joseph ie slave. k SE (Fig. 8). Shell only reads out loud when there are no distractions 
is looks like South Ashfield Station. : close by (such as monsters or little boys). 


An This looks like the station closest to our apartment.… 
. <) used to five in North Ashfield... | used this subwayallthe | 
time when / was younger… 2 | 


rad Kr men mm 


| Forest World: 

« Could this be…Silent Hill woods... ? 

ms ES I'm pretty sure that somewhere in these woods, 
_________} is an orphanage called Wish House... 

. _1studied archaeology back in college, ik 


Ei ZES Sed Ì 


__{ « It's so damp and gross here... 
_ $ « Could this be..that Silent Hill cuft…? The place where ie) 
Kept all those kids locked up? 
‚_ [wonder if this is where that boy was kept too… 


* That article that Joseph said he was writing. 5, 08 
‚Was ít about this place? 
mm er WL En zi _ «October ist 
| ns - + _Hetold me leould write whatever | wanted because nobody 
\_ Building World: will ever see it | like to write, My teacher taught.me how. 
|_« Fremember this place…It looks a lot like downtown Ashtield.. 
* Are you..okay? Explanatory note: “He” is probably Andrew DeSalvo, who 
« Considering the circumstances, | guess we're doing pretty worked as a warden for the cult at that time, 
good, huh... 
e Is this really what happened to the city. ? Or are we just « October And 
going insane? | played with Bob. It was fun, but went too far away and 
e [‘m in too much pain for it to be a dream..Plus, | can see you “He” got angry. 
so clearly. 
Î - Explanatory note: Bob and John (mentioned later) are other 
' te Children from the orphanage. 
| Apartment World: 
| « This is our apartment building, but….now it looks like some * October 3rd 
kind of nightmare. | played with Bob again. / went even further this time. 
« Wa cant get out of here? {The writing fades out after that.) 


« That boy. | feel so sorry for him. 
| a nnn —— « October 4th 
My cheek hurts. 1 hate him. 
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« October Sth 
1 got hit again, ! didot do anything wrong. 
| wish he was dead. 
« October 6th 


Tomorrow is Book Study in the chapel. If | can't read well, 
NI wind úp like John. fm really scared. 


« October 13th 
| finally got outside. John is still stuck in that round cell. 
hope ! read well tomorrow. « 

« October 14th 


| did à good job reading today. ! was so happy. But the 21 
Sacraments for the Descent of the Holy Mother was hard. 


« October 15th 
Bob ís gone. Nobody will teil me what happened. | bet... 
(lcantread any more than that.) 


* October 16th 
Some important people came today. One of them, Dat. 
(it's cut off_l cant read any more.) « 


October 17th p 

The important lady told me my mother was asleep in 
Ashfield. | have & mother, too, lm so happy. | want to see 
my mother. Where (s Ashfield, anyway? 


Explanatory note: The Important Lady is a key figure. it's 
Dahlia Gillespie from the first part of the Silent Hill series. 


* October 18th 
| have to stay in the round cell even if lread well 
tomorrow. If 1 do it, God will be happy. So | will do it 
He comes into the round cell a lot to visit, but it's okay | 
guess 


October 21st 
Sunday is the day | leave the round Cell to read the 
Book. | read very well today. (fl can do a good job 
reading the 21 Sacraments for the Descent of the Holy 
Mother, ! can meet my mother. The important lady told 
me that. But tomorrow I'm going to the round cell again. 


October 28th 
lhave to take a train or something to get to Ashfield. 
Everyone says Ashfield ís a scary place, but | really 
want to see my mommy. 
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“« March 17 


ee 
| want to visit Ashfield again. Again, /. something. 
something.……mommy, (Some of it's blurred and | cant 
read past there.) ; 


Ì 

« March 17th 
1 went to Ashfield again. It was my fourth time. Just like 
last time, my mother.„something… The city is scary and 
the apartment where my mother ts has. (Um, /cantread — 
any more thar that.) 


E \ : E 
Explanatory note: There is a hint in this inscription as to di 
why the Building World belangs to the nightmare worlds. 


Eileen can only read the teds because she's possessed by 
Walter. That also explains why she reads the inscriptions 
in & child-hke voice when the curse level is high. If her 
condition is bad, she can read even more of the inscription 
In some instances. ee 


« October 3 
| playd with Bab agin, | went even frtfier this time. There 
was a hewj rock. It was reely kool. HE beet me up aftr it. 


« October 15 
Bob ís gawn. No body will tell me vut hapind, | bet HE did 
it =Andru! 


« October 16 
Sum impaurtant peeple came today. One of them wuz a 
lady namd Daleeut…. 


« February 10 
lwent to Ashfaeld agen. Again | couldn't find mommy. 
Sum mean girls in the train sed mean stuff to me and | got 
scared. He beet me agen too. 


Explanatory note: There's à hint in this inscription why 
Cynthia is one of the victims (“the mean girls in the train”) 


| went to Ashfgeld agen, It wuz my forth time. Just like 
befor | didint see mommy. The sity is scarey and the 
upertmint were mommy és haza scarey guy in it. Ifl can 
just reed the 21 sacrumentz for the holy mother thing | 
can be with her. 


0.5 Points 


mn 
Hard 1 Point 4 HP 


The Victims 


These monsters get their name from the fact that they are the 

victims of Walter Sullivan, or more precisely, the ghosts of the 

deceased victims of the serial killer. Doublehead and Walter Should a ghost's stats drffer from these values, you'll find the 

Sullivan also belong to this group details in the info box (Details on the boxes can be found on page 
19} Occasionally you can also find some information on ‘Ant- 

All ghosts emit & toxic dark aura that sucks Henry's fe energy Ghost damage”. Not only do Saint Medalkons and Holy Candles 

if he's standing within a radius of approximately five meters block ghosts’ harmful auras, they also reflect damage back onto 

They also boast a natural healing power that enables them to the apparitions. Usually this happens on à 1:1 basis. Some Victims 

regenerate their own lost HP. The table ióf terightof ris. paga___are mors sensive to it, some less. 


outlines their powers of regeneration 
ne 2 ee ad 
en en 
Victim — Old Type 
neen lata: Victim af the Firs: Revelation. Tha heart Into: Fourth victim of the First Revelation, n 


was rippod out for the “Ritual of tho Hoby 
Assumptian” 
e Three timos the veual anti-ghost damage 


(middie-agad person) m 
e Twice as much anti-ghost damoge 


Stamina | Antek | Speod 


0 04 = 5 
go | 012 | 05126 rm 
ae, ; n rn 


HP 


vs 


Victim 12 

Info: Twaith victm, second victim of the 
Sacand Revalstion (young man nà sweat 
suit} 

e Three times Me usual ant-ghost damage 


4 


| Stamiaa | Anse 


Victim 15 Gm 
lee: 13° victen, Second Revelation 


Ghost of an old woman 


tado: 16° vacten, Thurd Revolsbon 
Lashes her victens with het long hart 
Sithers rapidhy across the Soor 

e Aura damage: 04/ 1/3 


Stamina | Anack Spoed 


08-2 


Victim 18 — Ghost=andrew 
Into: 18° victim, Therd Revelation 
« Damaged daalt by his snging: 4 7/ 10 
» Singing can be blocked by Saint 
Medallions and Holy Candies, but not 
reflected hack 
e Aura damage: 1 /1,5/ 3 
» Aura radius: 4 meters 
e Healing power: 3} 4 5 
Î 


level | HP Stamina | Arsch Speed 
Easy wo | |_1620 | 03-125 


16-29 04-15 


| 
10-20 | 052 


Creatures 


Although the Doublehesd is s corporsa 
Creature, 4 15 sul regarded as a vclim of 
the Ferst Revelatan. The Doublehead is in 
fsct two peopte, Billy end Miriam Locant 
Walter Sullivan’s seventh and oryhth 
victims. The subeonselous gust of the mass 
murderer is manitested in this two-honded 
craature, 


The Doubiehead-muatson is a2so o 
manitesiation of Watter Sullivans 
subconscious. This monster was born out 
of his mamories and the emotions he fait 
far his family, 


SILENT HILL 4 
THE ROOM 


tale: 17° vicsien, Third Revelation 
e A fh of anti-ghast demage 

e Aura damage: 7/ 10/15 

« Aura radurs: 2 meters 

e Haaling power 3/4/5 

« The burning Torch inflicts oniy « 1/4 
of the vsunl demage 


Attack 


How to Play 


|_Staminn 


Spend 


180 15-15 18-225 


zo 10-15 EE 
Riis | 238 


Infoc 1” wetien, Third Revelation 
Doesn't float, can't walk through walls, bit 
ts able to teloport. Moves unpredictabiy 
e 1/2 anti-ghast damage 
* Aura damage: 04/1/3 
* Aura radius: 3 meters 
e Healing Power: 3/4/5 


Maaster Secrets 


_ 4 


& Answers 


sullivan 


Ate: 11° victim, ferst victim of 
ET the Second Revelation 
Te Healing power: 4/ 5/0 
® Darmnge of his attacks 
shot 10, blow 15, charged 
blow 25, stab with 
… Chainsaw: 7, sweep with 
Chainsaw 12 (ger het) 


1-25 | 14 


TB complete the Raual of the Holy Assumption, Walter Suökvan 
Mik to became his own victim As he made himself the lord of the 
Wedelds. he cant be datwated in any of them 


AFearms nfict me damage on Water Arszis wat the burning 

Tlatch deal three tener vs much es the vzualdamsge Wetermoet WP 
er show any restten wiatsoever ween amtacked with the 

Onminsaw ot Torch, but he stacks well sell cause him dara ge | 
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lafo: Tho Frame Man consists of 12 Wall 
Man. The One Truth [see also page 102} 
has mice as much HP as all he others, If 
he gets hit, all the other Wall Men in the 
room will react, too. When you've deteated 
the One Truth, you've defeated the Frame 
Man, so no need to waste time attacking 
the others 


|_ Stamina | Attack | Speed 


In the following section we hope to ariswer any remaining 
„Auestions that you might have about the game. You'll find more 
“information, on the story of the game in the section “Would you 
have guessed?” at the end of the chapter. 


? Is it true that collecting items has no influence whatsoever 
on your ranking? 
l: True 


7: Is it worthwhile to collect all the golf clubs? 
k: The golf club collection has no intrinsic value whatsoever 


7: Is the Stun Gun worth the detour (also see page 54)? 

k: Probably. The Stun Gun is rather effective against hordes of 
monsters, which are vulnerable to electric shocks. It's also very 
helpful in the fight against the six Doubleheads in the generator 
room, and against the five Nurses in the South Ashfield Heights 
staircase. 


?: I'm stuck at a certain point in the game. Any hints? 

k Henry is strengthened by the repeated use of Continues (also 
see page 18). The effect fades in time, but it can help you to 
overcome certain difficult situations. For example, if you are 
experiencing problems with Walter in the final fight, you can 
make things easier for yourself by using repeated Continues. If 
you run out of health items, you may well find one in Room 302 
after using a Continue. On Easy and Normal you will often find 
one placed there at random. 


The more intelligent type of Rubber Face is not onky 
able to use goïf clubs as weapons. He's also out to 
steal weapons and items from your inventory. Keep 
a close eye on your Steel Pipe, Paper-Cutting Knife, 
Golf clubs, Wine Bote, Stun Gun, Bug Spray and 
Holy Cendie ax he'd like to take ell of shar, Unlike 
Henry, a Rubber Face can use a Holy Candle against 


yau as an attacking weapon. Onee you've defeated a 


Rubber Face you can retreeve any stolen item. 


Some Wreeichalrs cast the shadow af à hieman 
being. This spacies is extremely dangerous. They 
have mora than twice as much HP as a standard 
wheelchair, and they also cause a higher 
aura-damage of 1 /3/8 points within a radius 5 
twa meters 


% can't find a Red Diäry page wiers it's supposed to be… 

1: The pages have to be collected at the right time. Red Diary 

=_ âth April wilt disappear after Richard's death, for example. The 
entry for 8th April will disappear after Andrew dies. All the notes 
under the door of 302 will disappear when the door is finally 
opened with the Keys of Liberation. 


?: Are Victims invulnerable while getting up? 

t No, A Victim may not seem to react to an attack while it's getting 

up ofthe floor, but it will still be taking damage (Fig. 1). this will be 
‚combined with damage from the first hit in its “normal” condition. 


?: Is the spiked ceiling in the hospital deadly? 
ft: No. This “trap” in one of the rooms on the upper floor is 
not dangerous (Fig. 21 


02 
?: What's going on with that giant worm in the subway? 
t: Nothing at all. You can't kill it, and it won't attack you either 
(hg. 3). The same goes for the worm in the Water Prison 


?. Which puzzies are more difficult on Hard? 


1 Tha rrect rotation of the calls the Water Prison 


You'll only find the texts “I'm sleepy…” and “1 want to go 


home” in the two Surveillance Room Reports. So you'll 


have to try it without a detailed explanation of the operating 
mode and without the important hint about the bloody beds 


: Is the torch a more powerful weapon when lit? 


t- MLet ‘ t at st rr A 
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?: What's the use of the giant head ín the hospital room? 


4 rt ' Other than he 3 re Ww reall reepy 


doesn't make any difference 


?- HFL run into a Tentacle, will it count as a defeated mouster? 
t: Yes. It will be considered to be 3 defeated opponent for the 
purposes of your final total score (Fig. 4). The same applies for 
Tremers. When you crush a larva «5 counted as a defeated 
opponent. On the other hand, dé a monster is kdlled by Eileen or 
Watter, it will not count towards your final total score 


D4 
3 I've found a Steel Pipe in Building World. Does it have 
any advantages? 
t: No. You can't have two of the same weapon, so if vou 


e both in your inventory or bax, one of them wall 


7% Will Henry die on returning to his bedroom if it's haunted? 
t: Not always. Even if you don't have much life energy left 
you should be able to reach the door to the living room 
before the phenomena start to take their toll. You just have 
to start running at the nght time 


?- Can | use firearms in Room 101? 
t Aln 


?- What happens when Henry takes the Umbilical Cord? 


he pictures that fhcker across the screen show how 


as abandoned t 


? fs that person hanging from the ceiling in the Room 302 al 
the Past really Joseph Schreiber? 

|: Yes, indeed. More precisely, t's his ghost 

?: Is it possible to open all of the doors in the game? 


n enne die n n nend inr over 


?- Ís there a UFO ending? 


t- No untort 


vo 


nately there's no UFO-ending! 


ow to Play 


Walkthrough 


The Finale 
Ending Sequences 
Special Features 
The Horror of 302 
Eileen 

Monster Secrets 


Questioas 
k Answers 


Did you notice? 


Would you 
hare guessed? 


[46 


DID YOU NOTICE? 


ennn smeet 


Ifyou leave Henry alone tara few minutes he'll start tomave 
around a bit. What he dogs depends onthe. weapon he's holding 
(Fig. 11 


You'll see a round symbol or à silhoyette during the loading 
times of the game (Fig. 2). You can move these patterns around 
and distort the perspective with the stick or the appropriate keys 
or buttons. 


You'll see bloody hands printed on the wall when you're looking 
out of the peephole in your front door. The number of prints 
relates to the number of Walter's victims. At the beginning of the 
game there are just 15, after Cynthia's death 16, and so on. 


Even on your first excursion to the Apartment World you will 
notice that there is something wrong with Room 302. Although 
the floor plan of your own apartment isn't shown on the map, 
you can deduce from the two apartments under it that there are 
rooms missing in 302 


Occasionaliy you'll hear reports in the news on the radio about 
the improper behaviour of a Mister Suguru Murakoshi. Could it be 
coincidence that the director of this game has the same name? 


Ín-thevery first sequence of the game you're not seeing through 
Henny's eyes, but Joseph Schreiber’'s. He wrote-his. comments 
onthe condition ofthe apartment in Red Diary - August-2- His 
remarks on the furniture are further.proof (“Where did this big 
TV come'from…? thought | had â record player here”, “That's 
weird. My red typewrter is gone-.”). The two residents of 
Room 302 are obviously sharing this experience, because Henry 
Ís-also able torememberthe “dream.” 


When you get the Superintendent's Memo and return from 
Building World, you'll hear someone kaacking on your door On 
looking through the-peephole you'll see the writing on the wall: 
“Better check on your neighbour soon,” 


You'll find signs leading to Cronenberg Street down on the 

King Street Line platfarm in the subway world (Fig. 3). This is in 
homage to the director David Cronenberg, who is amnous for his 
horfor movies (for Example “The Fly”) 


… 03 


Whan you're coming out ofthe Pet Shop on your second visit 
to Building World, you'll find à newspaper lying on the floor. An 
article in the newspaper informs you that the shop has been 
attacked and the owner, Steve Garland, killed. If you return to 
the pet shop, you'll find it in the same condition as it was during 
the attack (Fig. 4. According to the Red Diary — August 7 Steve 
Garland was Walter Sullivan's fourth victim. 


On your first visit to the Wish House the front door will be 
closed. If you return to Jasper instead of going on to the 
graveyard, he'll say: “That building, did you see it? A long 
time ago, | was curious, so | took & look inside. | was 

so scared, | came right out… People say the town near 
here… Crazy stuff happens there too… They say those 
guys have somethin’to do with that too… That place is 
real scarytoo.” 


If you're brave enough to risk looking outside during the 
occult phenomenon “bleeding peephole”, you'llsee an 
extremely battered looking Henry Townshend standing in 
the hallway.… (Fig. 5) 


Silent Hill 4 The Roam may be the fourth instaiment in 

a series, but you dont need to know anything about the 
preceding games to understand the story. Just the few 
well-establishad elements reappear this time around, 
including the religious cult of Silent Hill. Read on to find out 
where insiders are pricking up their ears, and where real 
Silent Hill afieitonados nod sagely 


And just in case you still think that hell hatfno tury like 
a Walter scorned and wonder why he actually did allthe 
things can read the most important points of 
nthe following pages. But consider this: 


en nr air 
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Walter Sullivan 

The name of Walter Sullivan has already bean mentioned 
nthe second part of the series. A newspaper article told 
about the murderof Billy and Miriam Locane and about 
There was no talk whatsoever about 


Î he me eve van case at this time 
T hole thing mere morbid quiz, in which 
the name of the Murderer was mentioned 


Joseph Schreiber 


The name Joseph Schreiber appears briefty in the third 
part of the series. He's quoted as being an author of an 
article about the orphanage of Silent Hill. At that time the 
pe House. Apart from 


's Article which vou've 


orphanage was still known as H 


that, the text 


found e had no further meaning 
Sile was to create an 

om oincidence that 

the journa! "—“Schretber” means 
weritar tn | man 


- 


Frank Sunderland 


One of the random comments about the photograph in 
Henry's living room is the following: “1 got this photo from 
Sunderland, the superintendent. | heard his son and 
daughtersin-law disappeared in Silent Hilla few vears 
back”. The superintendent's son is none other than 


„James Sunderland, the main character of Silent Hill 2. 


Dahlia Gillespie 

One of Watter's diary entries scattered around Wish House 
mentions an important lady. This ís a reference to Dahlia 
the leader of the religious cult in the first Silent 
hter, Alessa, so that 
f paper in the Wish 


reminds us of her daughter with the message “Have 


e 
enture She sacrihced her daug 


v 
ddess could be born. A piec 
House remin 


you found Alessa vet? 
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Memories oi 
Silent Hill 


The graphic print on Jasper's T-shirt (Fig. 1} shows the gâddess 
of the Silent Hill Cult. This demon is the final boss in the first 
game of the series, His lor her} sign is the symbol you can see 
on the loading screen. This symbol marked every save point in 
Silent Hill 3 (Fig. 2). 


This cute plush-bunny on Eileen’s bed (Fig. 3) is the mascot 

of the fabulous Lakeside Amusement Park (Fig. 4), one of the 
locations of the third part of the series. So apparently Eileen has 
also visited that famous town sometime ago. Occasionally you 
can see a bunny-shaped hot-air balloon floating over the town 
when looking out of Henry's window. 


04 


If you're frequentiy investigating the toilet in the bathroom, you'll 
wget the fallowing message: “There's something in the toilet. 
Should | grat it?“ And then nothing else happens, because the 


answer is “I'm not brave enough to do ít…”, This is a reference « 


to an incident in Silent Hill 2 when James Sunderland had to fish 
an important item out of the toilat. 


If you turn on the radio, you might hear the following 

advertisement for the pleasant holiday resort of Silent Hill. “Are 

you yearning for that special place to spend quality time with 

your loved one?“ Thistext is a referênce to a letter written to 

James Sunderland, which played an important — and special 
role in Silent Hill 2 


The wheelchairs ard evocative of the first part of the series, in 
which Alessa was whaelchairbound. For this reason they are 
also omnipres@nt in the thifd part of the series. 


In the back raam of Roorm302 yo can find a bottle of white oil 
and a bowl made fromobsidiën,(the blackcup in the document 
Descent of the Holy Mother). Thèse dbjects and two holy books 
were also needed in Silent HINL2 for à ritual to bring the dead 
back to life. 


The photographs in Room 302 are älkremindees of past Silent 
Hill adventures. The lighthouse was/e focátion in the first game. 
The comment “There was even a rumor that a UFO came flying 
right by the lighthouse.” is an allusion tothe infamous "UFO- 
ending”, which saw the hero of the garde being abducted by 
aliens. (Unfortunately, this time there's no UFO ending!) 


The church has been an 
important lacation in parts 1 
and 3, Part 2 started at Toluca 
Lake, The picture ofthe fine 
and sunny day is especially 
amusing: “Apparentiy, t's 
super rare to have a sunhy = 
day in Silat Hill.” ij 
That is an understatement of &ftormous pfoportions, because in 
the other games Silent Hill is always shrouded in dense fog 

(Fig. 5}. You can hardly see your own hand even when you hold it 
up to your eyes. Indeed, the malevolent fog, and the mysterious 
terors that use it as a cloak to mask their evil deed$, are. 
trademarks of the Silent Hill series. 


Third Revelation 


All four of Walter's victims have a connection to his past, 
however unwittingly. Ifs obvious why Andrew (warden of the 
orphanage) and Richard, wha chased young Walter out of South 
Ashfield Heights had to die. A diary-stone in the forest will tell 
vou why Cynthia was targeted (see page 141). She represents 
all the mean girls, wha were nasty to little Walter on his way 

to the town. Jasper ís a fan of th@ religious cult who operated 
the terrible orphanage. His t-shirt makes that pretty clear. He 
also knows the bible of the cult, as his lecture about the Third 
Revelation proves — he'll get started on that as soon as he sees 
voung Walter 


His would-be fifth victim, Eileen, also knows Walter from his 
past. Walter will tell you in the monologue on the stairway of 
the apartment building that she once gave him the doll. The 
additional fact that she lives in apartment 303, exactly next to 
the apartment where Walter himself was born, makes her the 
Mother Reborn 


N 


Other Worlds 


Allahe gruesóme locations in Silent Hil 4 have some 
connectiorf to Walters childhood, He hed to use the 
Subwayta get to his “mother” in South Ashfield. The 
Forest was the locafhion for the orphanage he would have 
spent his childhood maf he hadn’t been locked up in the 
Water Prison, The Building World is the city of Ashfield 
which scaredhimâs a child, as the diary stones in the 
forest will tell you (see page 141). And after his birth in 
the apartment building of South Ashfield Heights he was 
takerrto St Jerome’s Hospital. Due to the Ritual of the 
Holy Assumption all these places became part of his 
bizarre world 


Rituals 


Walter Sullivan enacted the Ritual of the Holy Assumption 
ten years ago Inthe back room of Room 302. According 
tothe unholy book, Descent of the Holy Mother - The 21 
Sácraments, he needed white oil, a black cup and the 
Blod of the Ten Sinners to perform the ritual. Because of 
tat only the hearts of the first ten victims were removed 
The other victims remained intact. The ten murders are 
thefirst Sign for the Completion of the 21 Sacraments 


The Second Sign is the ritual itself. Four more victims 
were needed for that: the personifications of Void, Gloom, 
Darkness and Despair — the last one in the person of 
Joseph Schreiber. Thus Walter was released from the 
bonds of the flesh, and gained the Power of Heaven 

This way he created a world of his own, for him alone to 
control (also see Book Scrap). So it's not really all that 
astonishing that yau couldn't finish off the Man with the 
Coat once and for all 


The story of Silent Hill 4: The Room finally tells you of the 
completion of the 21 Sacraments, which were supposed 


The Final Sign 


On his descent from the back room of Room 302, Henry's 
path will take him to a red chamber. At the beginning 

he's floating in an embryonic state and the whole room ís 
immersed in red — symbolising the womb. On the wall you'll 
see ten glowing gravestones — equivalent to the ten victims 
of the First Revelation. Further down, the final fight will 
gocur. It takes place in an in-between world, which partly 
exists physicalty under South Ashfield Heights — that's why 
Walter is shouting something to young Walter while looking 
upwards. Because young Walter is “upstairs” and knocking 
at the door of Room 302 


At the beginning of the fight you must follow Joseph 
Schreiber’s from Room 302 of the Past. You'll have to follow 
the instructions in the Crim “You must Dan p an 
of the Coniurer's mother’s flesh within the Conjurer’s t 
body” “part of the mother” ís the Umbilical Cor 
supenntendent Sunderland has been so kind to keep for 
thirty years in his living room. And the “true body” is the 
monster at the edge of this area — Big Water. That is the 


son Tome 


The 


Pz 
e 


‚ true Walter, who executed the Ritual of the Holy Assumption 
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tb lead to the Descent of the Holy Mother. The Third Sign 
is tho four victims: Cynthia, Jasper, Andrew and Richard, 
representing Temptation, Watchfulness, Source and 
Chaos. The Final Sign requires the deaths of Eileen and 
Hanry 


The mast bizarre aspect of the whole story is that Walter 
really wants to make his delusion come true and bring his 
own mother back to life. According to his bible he wants 
to free Room 302, which he regards as his mother, from all 
the corruption of this world. The problem is that the “Holy 
Mother” from these scriptures is not just any person, but 
the demonic goddess of the religious cult from Silent Hill 


all those years ago. Do you notice how his pose and the 
tube-like structure are reminiscent of his old, human body 
in the back room? The Man in the Coat is just an image of 
Walter, an unholy idol he created himself. Young Walter 
on the other hand is another product of his subconscious Ek 
Joseph Schreiber explained it thus: “His boyhood dasiro 

to return to the bosom of his birth has divided him. Now his kh 
child self has manifested itself in this world.” Î 


To start the fight, you must first'stake the Conjurer with eight 

spears. The spears are stuck in eight gravestones artanged 

in two groups of four each — corresponding to the victims 

of the second and therd revelation. Because of that they 

ere also called Void, Darkness, Gloom, Despair, Temptation 

Source, Watchtuiness and Chaos n the Cnmson Tome 

The Conjurer’s unholy fiesh will become again what it 

was — and you can finally vanguish the Man with tf 
which you iöve of course successfully done by now 
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